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FLY THE FUTURE. LHH. 



• FLY HUNDREDS DF DIFFERENT 


CONVOYS. ENGAGE SOVIET 
ATTACK CHOPPERS. RESCUE 


POWS. AND MORE! 




ALSO INCLUDED: 
• EXCLUSIVE REPOflJ Jj|F,THE LHX 

+ page technical manual 

COLOR TOUR MAPS 


• FAST. SMOOTH. VIVID 3D 
POLYGON GRAPHICS WITH UP 
TO 256 COLORS. AOLIB SOUND 
SUPPORT. 


• 11 EXTERNAL VIEWS OF THE 
TECHNICALLY ADVANCED LHX 


ADVANTAGE 
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2 WAYS TO ORDER: 1) Visit your retailer. 2) Call 800 245-4fi$! 
$5 to: LHX Attack Chopper Demo Disk Offer, c/o Electronic Arts-. WF 
shots represent IBM version. IBM is a registered trademark pf Intern < 


ada. Metf-Fri, 8am- 5pm Pacific Time. For an LHX Attack Chopper demo disk, mail 
44QfylBM, Tandy and compatibles 5.25" version $59.95 (3.5" available). Screen 
jrp^landy is a registered trademark of the Tandy Corporation. 
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Electronic arts* 


H lone and nearly invisible in the night sky over Libya, you skim the dunes toward the Jifarah Air 
Base to strafe four grounded MiG-27 Floggers. Allied forces lost two Apaches on this mission 
before they called you: the first pilot qualified to fly the classified Light Helicopter Experimental on 
|ealth combat missions. The muffled thupt thupt of your rotor blades echoes your heartbeat, and the 
rating cockpit makes your nose itch. Your enhanced night-vision reveals your glowing jets, 
jnemy is ignorant opyour approach. You take a deep breath, and lock your AGM-114A Hellfires 
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ust when you thought you'd heard the last 
kling, THE JOKER™ is back in an all new software adventure, 

/ie — BATMAN.™ As the DARK AVENGER,™ only you can determine how 
i try to save GOTHAM CITY™ from certain doom. Yes, the legend 
but then so does the devil. Care to dance, BATMAN? 


Maneuvering the BATMOBILE™ may 
look easy on the big screen, but you're in the 
driver's seat now! 


At the chemical factory, THE JOKER and 
his goons plan to give all of GOTHAM a lethal 
face-lift. Smiles, everyone! 


It's a near-miss in the BATWING™ as 
you make your descent over GOTHAM and THE 
JOKER'S balloons of doom! 


NOW AVAILABLE FOR THE COMMODORE 64/128,™ AMIGA,™ AND ATARI ST.™ 

For more BATMAN adventures, ask your retailer for BATMAN THE CAPED CRUSADER.™ ®HI 

DATA EAST USA, INC. 1850 LITTLE ORCHARD DRIVE. SAN JOSE, CA 95125 (408)286-7074. © 1989 Data East USA, Inc. Batman, all related characters, slogans 

and indicia: S © DC Comics Inc. 1989. Game design: © 1989 Ocean Software Ltd. Manufactured under license by Data East USA, Inc. Ocean is a registered 0% tL~' : T|[ 

trademark of Ocean Software Ltd. Commodore is a registered trademark of Commodore Electronics, Ltd. Atari is a registered trademark of Atari Corp. — 
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A Computer Fantasy 
Role-Playing Game Unlike Any Other! 


Some features that prove why... 


Enemy Abilities: While many enemies will simply attack, 
some will instead choose to steal a prized possession or two 
from you. Others will cast deadly spells, while still others leave you 
feeling quite ill (or worse). Some will change shape in the middle 
of a battle, and some will be quite immune to many of your charms 
(and weapons). Some will develop a split personality if attacked 
the wrongway, and still others can only be vanquished with 
a specific weapon. AND you won’t have to go looking for the 
enemy — just wait around and they’ll come to you. Some will track 
you by the amount of noise you make, others will literally sniff you 
out, and still others have the patience to simply hide and wait. 

Of course, only a few are above attacking from behind. 

Martial Arts: Certain characters can be taught different 
martial arts techniques which will enable them to become 
especially effective fighters. Among these skills is the ability to 
summon “ki”. 

Thieving Skills: In addition to being able to pick locks and 
dismantle traps, thieves can climb overwalls, steal from the 
enemy, and attack from behind. 

Weapon Making: The unique blade master character lives 
up to his name by being able to identify, sharpen, and even 
improve the quality of bladed weapons. A samurai can make 
arrows out of sticks and feathers and, if he has it, give them 
all a mithril tip. 

■V Enchanting Items: The enchanter, another unique character, 
PP cannot only cast spells, but also place them into an item. 

Spell and Item Usage: Forget about “combat-only-spells”. 

In LEGENDS OF TFIE LOST REALM the only limiting factor 
in using spells and items is your imagination. If you think using 
a certain spell or item might help you out of a situation — try it! 

The results could be quite interesting. 

These features and more are found in LEGENDS OF TFIE LOST 
REALM as you plunge deep within the walls of a forgotten keep 
in pursuit of a long lost staff! LEGENDS OF TFIE LOST REALM 
is ready to play on your MACINTOSFI computer with at least 
one 800k disk drive and one meg of memory. 





GAMES OE 
STRATEGY 


microcomputer gomes division 

The Avalon Hill Game Company 

A MONARCH AVALON, INC. COMPANY 


Legends of the Lost Realm is available 
for $39.95 wherever good software 
is sold. ..or call TOLL FREE 

1 - 800 - 999-3222 to order. 


4517 Flarford Road • Baltimore, MD 21214 • 301-254-9200 








Taking a Peek 


Accolade 

550 S. Winchester Blvd. #200 
San Jose, CA 95128 

DAY OF THE VIPER: The Sun League 
(the futuristic galactic defence alliance, 
not baseball’s spring training) is in bad 
shape, and you are its only hope. It 
seems that Gar, the mechanoid monster, 
and his minions have threatened to 
destroy all living organisms. Since you 
are predisposed in favor of organic life 
(being of that persuasion), your task is to 
maneuver around the 25 floors of a 
space station, seeking out critical floppies 
to install and upload back to home base. 
The point and click interface couldn’t be 
easier. The movement perspective is 
point-of-view. Auto-mapping, auto-inven- 
tory and area scans help keep things 
moving along and instant object iden- 
tification helps players understand the 
pieces of the puzzle. "Day of the Viper" 
adds thought to a run-and-shoot game. 
Atari ST and Amiga ($49.95). Circle 
Reader Service # 1 . 

HARMONY: When they say you are chal- 
lenged to relax while playing this game, 



Day of the Viper 



Power Drift 




Wolfpack 
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Chamber of the Sci-Mutant Priestess 


they aren’t kidding about the challenging 
part. Being taught stress management 
through playing "Harmony" is like being 
taught to swim by being throw into a 
pool full of piranhas. Pushing the video 
balls of like colors together (before they 
explode, mind you!) while avoiding col- 
lisions with different colored balls (other- 
wise, collisions generate new, third color 
balls that start ticking away) is the gist of 
the game. Until the next harmonic con- 
vergence, orb it with "Harmony"! G- 
64/128 ($29.95); Amiga, IBM ($44.95). 
Circle Reader Service #2. 

Activision 
P.O. Box 3048 
Menlo Park, CA 94025 

POWER DRIFT: This conversion of 
SEGA’s coin-op arcade game plays pretty 
true to form. Players race along at break 
neck speeds through Five different roller- 
coaster tracks. Rest assured, however, 
that the one with the joystick will not be 
the only nut loose behind the wheel (the 
competition is pretty wild). C-64 ($39.95). 
Circle Reader Service #3. 



North & South 


Broderbund 

17 Paul Drive 

San Rafael, CA 94903 

WOLFPACK: From the heft of the box 
(and the price tag), one would expect 
another top-of-the-line submarine 
simulator. Instead of the strategy/war- 
game simulation expected, "Wolfpack" 
delivers more of a strategy/arcade game 
(meaning the game is not as deep — for- 
give the pun). It does, however, have the 
distinct advantage of letting players play 
either the surface ship or the submarine. 
"Wolfpack" is really something to look at 
(with 256 color VGA and lots of sound 
support), but it is something else again 
to play. Care to take a dive? IBM 
($54.95). Circle Reader Service #4. 

Data East USA, Inc. 

1850 Little Orchard Street 
San Jose, CA 95125 

CHAMBER OF THE SCI-MUTANT 
PRIESTESS: This game is well-con- 
structed. It generates a healthy exercise 
in adventure/puzzle solving and players 

Continued on page 75 
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Lucasfilm ™ On The Art And Science Of Entertainment 



The game is fantasy. 
The interface is magic. 


Alone on a craggy hilltop, 
high above an island shrouded in 
perpetual mist, your quest begins. 
But tread gingerly, because while 
the world of Loom ™ 
is breathtakingly 
beautiful, unspeak- 
able danger awaits 
the unsuspecting. 

Trepidation 
soon gives way to 
bravado as you peek 
inside abandoned 
tents in the village. 

Stumbling over a 
discarded weaver’s 
distaff, you watch in 
wonder as it gradu- 
ally glows and 
resonates with a 
sequence of musical notes. Tenta- 
tively at first, you point the staff 



< >1 


Not all the Guilds welcome strangers. 



A spell weaver’s power is not for 
the sheepish. 


siderable experimentation, you 
may discover the power to see 
in the dark. Or weave straw into 
gold. And eventually find the 
means to leave the 
island itself. 

A fantastic 
odyssey ensues, as 
menacing water- 
spouts, merciless 
dragons and exotic 
cities draw you 
deeper and deeper 
into the fantasy. 
Armed with the dis- 
taff’s magic power, 
you stride fearlessly 
across vast, cine- 
matic landscapes. 
Seeking the arcane 
knowledge possessed by the Great 
Guilds, accumulated and refined 


and repeat the notes. After con- since the dawn of time. 

Available lor IBM*/Tandv? Amiga,' “ and Atari ST ” personal computers. Order direct by calling 1-800-STARWARS (1-800-782-7927) in the USA. In Canada, call 1-800-828-7927. © 1990 LucasArts 
Entertainment Company All rights reserved Lucaslilm Games and Loom are trademarks ol LucasArts Entertainment Company. IBM is a trademark ol International Business Machines Corporation. 
Tandy is a trademark ol Tandy Corp. Amiga is a trademark of Commodore/Amiga, Inc. Atari and ST are trademarks ot Atari Corp. Dolby is a registered trademark ol 
Dolby Laboratories Licensing Corporation. 


Typing is banished from 
this kingdom. 

Loom is more than a mas- 
terpiece of fantasy storytelling. 
With Loom, Lucasfilm™ Games 
literally redefines the fantasy 
computer game experience. Sim- 
ple point n’ click actions move 
your character, select objects, and 
perform magic. No cumbersome 
keystrokes, text parsing, maze 
mapping, or inventory manage- 
ment intrude to break the spell. 

We even transport you to 
the Age of the Great Guilds before 
you turn on the computer. With a 
lavishly produced, 30-minute 
drama on Dolby® Stereo audio 
cassette that’s included with the 
game. Recorded by Lucasfilm ’s 
Academy Award-winning 
Sprocket Systems, it introduces 
the characters and sets the scene 
for the impending, epic struggle 
against imposing odds. 

Then it’s full immersion 
into Loom ' s 3- Dimensional, scroll- 
ing panoramic landscape. Where 
detailed animation, high defini- 
tion graphics, startling special 
effects and stirring musical score 
combine to create a total environ- 
ment. Captivating you from the 
opening scene to the final climax. 

And your quest for a truly 
magical fantasy adventure is 
finally realized. 


|UCASFIL|V| 











Editorial 


It Can Happen Here 


by Johnny L. Wilson 


A lthough Nobel Prize-winning 

novelist Sinclair Lewis is probably 
best known for Main Street, Bab- 
bitt, Elmer Gantry and Arrowsmith, my 
personal favorites are It Can’t Happen 
Here and Kingsblood Royal. The latter is 
an ironic narrative in which an individual 
who suffers from racial prejudice toward 
the black population discovers, through 
genealogical research, that he himself 
has black ancestors. The protagonist ex- 
perienced a life-changing discovery that 
enabled Lewis to preach a gospel of civil 
rights to his readership. 

The former is, perhaps, Lewis’ most 
lengthy novel and it tells how a radio 
evangelist was able to use the issues of 
morality and national security to forge a 
popular mandate and create a fascist dic- 
tatorship in the United States. As Lewis 
showed how patriotic symbolism could be 
distorted by a power-hungry elite and 
religious fervor channeled into a political 
movement, I was personally shaken. As a 
high school student, reading this novel 
for the first time, I suddenly realized what 
Lewis intended for his readers to realize, 
"it" (a dictatorship) really can happen 
here. There is an infintessimally fine line 
between protecting the interests of 
society and encumbering the freedoms of 
that self-same society in the name of that 
protection. 

Now, it appears that the civil liberties of 
game designers and gamers themselves 
are to be assaulted in the name of 
protecting society. In recent months, two 
unrelated events have taken place which 
must give us pause: the raiding of Steve 
Jackson Games' offices by the United 
States Secret Service and the introduc- 
tion of A.B. 3280 into the California State 
Assembly by Assemblyperson Tanner. 

On March 1 , 1 990, Steve Jackson 
Games (a small pen-and-paper game 
company) was raided by agents of the 
United States Secret Service. The raid 
was allegedly part of an investigation into 
data piracy and was, apparently, related 


to the latest game supplement from SJG 
entitled, GCIRPS Cyberpunk (QURPS 
stands for Generic Universal Role-Playing 
System). GCIRPS Cyberpunk features 
rules for a game universe analogous to 
the dark futures of George Alec Effinger 
(When Gravity Fails), William Gibson 
( Neuromancer ), Norman Spinrad ( Little 
Heroes), Bruce Sterling ( Islands in the 
Net), and Walter Jon Williams 
(Hardwired). 

GCIRPS Cyberpunk features character 
skills related to breaking into networks 
and phreaking (abusing the telephone 
system). Hence, certain federal agents 
are reported to have made several dis- 
paraging remarks about the game rules 
being a "handbook for computer crime". 

In the course of the raid (reported to 
have been conducted under the authority 
of an unsigned photocopy of a warrant; 
at least, such was the only warrant which 
was shown to the employees at Steve 
Jackson Games), significant destruction 
allegedly occurred. A footlocker, as well 
as exterior storage units and cartons, 
were deliberately forced open, even 
though an employee with appropriate 
keys was present and available to lend as- 
sistance. In addition, the materials confis- 
cated included: two computers, an HP 
Laserjet II printer, a variety of computer 
cards and parts, and an assortment of 
commercial software. In all, Steve Jack- 
son Games estimates that approximately 
$10,000 worth of computer hardware 
and software was confiscated. 

The amorphous nature of the raid is 
what is most frightening to me. Does this 
raid indicate that those who operate bul- 
letin board systems as individuals are at 
risk for similar raids if someone posts 
"hacking" information on their computer 
or does it indicate that "games" which in- 
volve "hacking" are subject to searches 
and seizures by the federal government? 
Does it indicate that "writing" about "hack- 
ing" exposes one to the risk of a raid? It 
seems that this raid goes over the line of 
protecting society and has, instead, vio- 


lated the freedom of its citizenry. Further 
facts may indicate that this is not the 
case, but the first impression strongly indi- 
cates an abuse of freedom. 

Then, there is the case of California’s 
A.B. 3280 which would forbid the depic- 
tion of any alcohol or tobacco package 
or container in any video game intended 
primarily for use by minors. The bill 
makes no distinction between positive or 
negative depiction of alcohol or tobacco; 
does not specify what primarily designed 
for minors means; and defines video 
game in such a way that coin-ops, dedi- 
cated game machines and computer 
games can all fit within the category. 

Now, the law is, admittedly, intended to 
help curb the use and abuse of alcohol 
and tobacco among minors. Yet, the 
broad stroke of the brush with which it is 
written limits the dramatic license which 
can be used to make even desirable 
points in computer games. For example, 
Chris Crawford’s Balance of the Plcinet 
depicts a liquor bottle on a trash heap as 
part of a screen talking about the gar- 
bage problem. Does this encourage al- 
cohol abuse? In Wasteland, one of the 
encounters involves two winos in an 
alley. Does their use of homemade white 
lightning commend it to any minors that 
might be playing the game? 

One of the problems with legislating art 
is that art is designed to both reflect and 
cast new light and new perspectives on 
life. As such, depiction of any aspect of 
life may be appropriate, in context. Unfor- 
tunately for those who want to use the 
law as a means of enforcing morality, 
laws cannot be written to cover every con- 
text. 

We urge our California readers to op- 
pose A.B. 3280 and help defend our 
basic freedoms. We urge all of our 
readers to be on the alert for any 
governmental intervention that threatens 
our freedom of expression. "It" not only 
can happen here, but "it" is very likely to 
if we are not careful. CGVV 
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Introducing the two finest 
naval simulations in history. 


W olfPack is as real as history’s 
headlines. As a World War II 
Allied escort commander, you 
can match wits against a German 
U-boat commander. . . or switch roles 
and become the submarine commander. 
WolfPack is the first naval combat simu- 
lator that lets you command either side. 

So it’s actually like getting two superb 
programs in one. 

Whether you’re commanding Allied 
destroyers or German U-boats, WolfPack 
provides an excitingly realistic simulation 
of World War II naval warfare; it comes 
with twelve authentic built-in scenarios, 
plus a construction set for creating orig- 
inal games. 



Take command of an Allied destroyer or 
German submarine. 


30GEC 



Based on 
World War II 
tactics and 
ships 


See your dealer or call Brpderbund at (800) 521-6263 to order. 
©Copyright 1990 Brpderbund Software, Inc., 17 Paul 
Drive, San Rafael, CA 94903-2101. All Rights Reserved. 


Broderbund 


Operating in 

small groups called wolf packs, Admiral 
Karl Donitz’s German U-boats sank 
more than 460 Allied ships in a single 
year at the start of World War II. 


In late 1942, though, the tide began to 
turn. And ultimately, SONAR and 
RADAR breakthroughs gave the Allies 
undisputed control of the North Atlantic. 


WolfPack takes you back to those histor- 
ic years to experience all the excitement 
and tension of deadly naval combat. 


• 256 color VGA support 

• ADLib" Sound Blaster'" 
and Tandy® 3 Voice support 

• Intuitive commands 

• 12 built-in scenarios 

• Mission construction set 

• Variable skill levels 

• One or two player modes 


FREE PREVIEW DISK 

with purchase of specially marked boxes of 3.5" 
2DD & 2HD MITSUBISHI DISKETTES. 
Get a FREE 1 1 th disk containing 
an interactive WolfPack demo 
for your IBM PC or compatible! 


For your nearest 

MITSUBISHI DISKETTES dealer, call 

1 - 800-2741704 





PRODUCTION 


JTERTRONIC, INC. 

jite A, Irvine. CA 92714 Tel (71 
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From the publishers of Monopoly®, Scrabble®, 
Risk™, and Clue Master Detective™, 
now comes the newest in addicting 
strategy' games. 

Featuring: 

1, 2, 3. and 4 player modes 
9 skill levels for a never- 
ending challenge 
An “on-screen" custom playfield 
designer plus an additional 
512 pre-programmed 


METJTER GAME? 


playing on 
a Computer 
near you! 


Commercial-quality 
animated graphics 
and sound 

RATING: G. 
Great entertainment 
for the whole family. 

“Be forewarned. 

It’s addicting!" 

PC GAMES 
MAGAZINE 


Monopoly© Produced under license from Parker Brothers, division of Tonka Corporation. 
Scrabble© licensed by Selchow and Righter Company, a subsidiary of Coleco Industries Inc. 
Risk© Used under license from Parker Brothers. Clue Master Detective© Produced under 
license from Parker Brothers, division of Tonka Corporation, and Waddington Games Limited. 
© 1990 Virgin Mastertronic, Inc. All rights reserved. 

© Seven-Up, 7UP, SPOT name and character are trademarks identifying products of the 
Seven-Up Company, Dallas, TX 1990 
TETRIS is a trademark of Academy Softelorg 
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Scorpion’s View 
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"Ultima VI" As Viewed By Scorpia 


Scorpia is an experienced and respected ad- 
venture game expert. CGW is pleased to be 
able to provide this forum for her distinctive 
and, sometimes, controversial perspective. 




L ooking into my crystal ball, I see 
... I see . . . hmmm ... I see it 
needs dusting again. Well, living 
in a cave does have its disadvantages 
occasionally. No matter. I don't need 
a crystal ball to tell your future. You’re 
off to Britannia once more (as if you 
hadn’t already guessed). 

Sitting in your refurbished living 
room, watching some dismal TV pro- 
gram, is hardly the life of an Avatar. 

So, naturally, when a strange storm 
comes out of nowhere, off you go to 
the little ring of stones. What else 
could this be but the usual summons 
from Lord British? 

Of course, the red moongate that 
rises may give you pause for thought, 
but adventurers rarely pause for that. 

So, off you go through the gate. In 
no time at all, you’re tied down to a 
sacrificial altar, surrounded by a small 
army of Gargoyles who are anxious to 
rip out your heart. There’s nothing 
like imminent death to really capture 
your attention. 

Fortunately for you, your old bud- 
dies lolo, Shamino, and Dupre pop in 
through another gate and stave off 
the Gargoyles long enough to get 
you out of there and into Lord 
British’s throne room. Whew! Some 
calls are a little too close for comfort. 

After dispatching the few Gargoyles that 
slipped in before the gate closed, you 
learn what’s gone wrong in the land this 
time. Mainly, it’s those Gargoyles. No one 
is sure where they come from, what 
they're up to (besides no good, of 
course), or why they have taken over the 
shrines of virtue. Lord British himself 
doesn’t much care. He just wants you to 
get rid of them. 

Simple, eh? Maybe just a little too 
simple. There is certainly more here than 


meets the eye and the smart Avatar won’t 
go into the matter with preconceived no- 
tions. Out-of-hand slaughter will not pro- 
vide the solution. A lot of information 
(from Britannia and elsewhere) will have 
to be uncovered before the true answer 
is found. 

I had some very profound, mixed feel- 
ings about this game. After five Oltimas 
of established style and pattern, this one 
came as a shock. Even knowing in ad- 
vance it would be different was not 
enough to prepare me for it. Gone were 
the old alphabet-long list of commands, 


the familiar interface, the graphics I 
had come to know so well. 

In their place were a small set of 
streamlined commands, a completely 
new interface, a "one size fits all" 
world, and graphics so totally different 
that I had to look at the box again to 
be sure this u>as an Ultima. It took 
me, in fact, several days to become 
used to it all. 

Every character in the party is now 
visible on the screen at all times, com- 
pletely and clearly delineated, in a sort 
of three-quarter, down-the-front view. 
Roads meander into and through 
towns at one end and out the other. 
You know you’re in one when build- 
ings start to show up on the screen. 

The wilderness is more detailed than 
ever before and gives a better feeling 
of being outdoors than any previous 
Ultima. Part of this comes from the 
enlarged graphics and part from 
seeing the occasional deer, field 
mouse, rabbit or snake going by. 

Interiors are also larger, to stay in 
proportion with the rest of the world. 
Houses, shops, cellars, etc., tend to 
be quite roomy. Dungeons are, 
likewise, of giant proportions, al- 
though they don’t go down as far as 
in previous games (perhaps, just as 
well) since four levels seems to be the 
maximum depth. 

Just about any object in the game can 
be taken, moved, or manipulated, 
whether it’s a pair of pliers or a 
grandfather clock, and there are a lot of 
items out there. While you won’t need 
most of them for anything, the ability to 
work with them is another part of the 
"real world" feel of the game. 

Each person you can talk to has a 
separate, unique face graphic that comes 
Continued on page 66 
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Gvnb<??\ 

$33 

Hardball II 

$28 

Nicholas Golf 

$33 

Steel Thunder 

$28 

Test Drive II 

$31 

Eurooe Chall 

$15 

BR0DERBUND \ 

Anc. Art War 

$31 

Anc. Art War Sea 

$31 

Carmen Time 

$31 

Joan of Arc 

$31 

Omni Basketball 

$34 

Omni Horse 

$34 

Sim City 

$34 

Sim Terrain Edit 

$15 

Wings of Fury 

$28 

Wplfpack 

$34 

I ELEC. ARTS 

Empire 

$34 

F-16 

$34 

Future Magic 

$34 

Indy 500 

$34 

Lakers Celtics 

$34 

mna 

$41 

Madden Football 

$34 

Populous 

$34 

688 Attack Sub 

$34 

Starfleetll 

$41 

Starflight II 

$34 

Trivial Pursuit 

$28 

TV Football 

$34 

Weaver 1 .5 

$28 

i GENERAL QTRS 

Action N. Atlantic 

$30 

Bismark 

$30 

Midway 

$30 

Prelude Jutland 

$30 

Raider Atlantis 

$30 

River Plate 

$30 

! LANCE HAFFNER 

Courtside B.ball 

$30 

Full Count BB 

$30 

Full Count 89 

$13 

Input Disk 

$13 

Pro Basketball 

$30 

3 in 1 Football 

$30 

3-1 89 Teams 

$13 

INFOCOM 

Battle Tech 

$33 

King Arthur 

$28 

Mines of Titan 

$31 

I LUCASFILM 

Battle Hawks 

$34 

Finest Hour 

$41 

Loom 

$41 

Pipe Dreams 

$28 

MEDIAGENIC 

A-IOTank Killer 

$33 

Battle Chess 

$33 

David Wolf 

$33 

Death Track 

$31 

Die Hard 

$28 

Draaon Wars 

$34 

Mech Warrior 

$33 

Neuromancer 

$33 


To Order Call 1-800-872-3750 


IBM 


MICROPROSE 


| I IBM i 


SIM CANADA 


Airborne Ranger 
F-15II 
F-19 Stealth 
Gunship 
M-1 Tank 
Pirates 
Red Storm 
Silent Service 
Sword Samurai 

[ OMNITREm 


$28 

$37 

$46 

$33 

$46 

$31 

$37 

$24 

$37 


Breach II 

$33 

Paladin 

$28 

Universe III 

$33 


ORIGIN 


Knights Legend 
Omega 
Space Rogue 
Tangled Tales 
Times of Lore 
Ultima Trilogy 
Ultima IV orV 
Ultima VI 
Windwalker 


$33 

$33 

$33 

$21 

$28 

$40 

$40 

$45 

$28 


SIERRA 


Code Iceman 

Colonel's Beqst 

Cong Camelot 
Gold Rush 
Heroes Quest 
Kings Quest IV 
Manhunter NY 
Manhunter SF 
Police Qst III 

Ssusa dan 

Space Qst III 


$40 

$40 

$40 

$28 

$40 

$33 

$33 

$33 

$33 

$40 

$40 
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Alt $9 

Apollo 18 $15 

Cartooners $15 

Certificate Maker $10 
Champ Baseball $10 
Ghostbusters II $15 
Jewel of Darkness $10 
Jinxter $10 

L.A. Crackdown $15 
Micro Lg Baseball $ 1 5 
MLBBGM Disk $15 
Millionaire II $15 

Moneybags $9 

President Elect 88 $12 
Persident is Missing $10 
Rack 'em $10 

Stickybear Number $10 
Stickybear Reader $10 
Str Sports Baseball $9 
Str Sports Basketbl $15 
Twilights Ransom $10 
Vulcan $15 

Wizard's Crown $15 

Quantities are 
V Limited 


Barbarossa 
Battle Atlantic 
Fifth Eskadra 
Grand Fleet 
Grey Seas 
In Harm's Way 
Kriegsmarine 
Malta Storm 
MBT Germany 
Northern Fleet 
Seventh Fleet 


$41 

$41 

$41 

$41 

$41 

$41 

$41 

$41 

$41 

$41 


SSG 


$28 

Civil War #2-3 ea. 

$28 

Gold Americas 

$28 

Halls Montezuma 

$31 

Panzer Battles 

$28 

Reach Stars 

$31 

Rommel 

$28 

Run 5 issue #14 

$4 

II ss/ 

Azure Bonds 

$34 

Battle Napoleon 

$34 


$34 

Dragons Flame 

$28 

Pool Fladiance 

$34 

Red Lightning 

$41 

Second Front 

$41 

Stellar Crusade 

$34 4 

Sword Aragon 

$28 

Waterloo 

$41 

I BTC.. 

Act Stations 2.0 

$35 

Anc. Battles 

$32 

Austeriitz 

$34 

Bal. Power 1990 

$34 

Bandit Kings 

$40 

Dragon's Lair 

$46 

Falcon AT 

$40 

Fire Brigade 

$34 

Genghis Khan 

$40 

Gretzky Hockey 

$37 

Harpoon vs 1.1 

$41 

Harpoon Seen 

$21 

Hidden Agenda 

$40 

Magic Candle 

$33 

Mean Streets 

$40 

Might Magic l-llea. 

$34 

ML Baseball II 

$33 

Monopoly 

$28 

Nobunagas Amb 

$40 

North & South 

$33 

Rwcm 

$33 

Revolution 76 

$33 

Romance 3 King 

$46 

Risk 

$28 

Star Trek Next 

$33 

Star Trek V 

$33 

Tank 

$33 

Tracon 

$33 

Under the Ice 

$30 

Vette 

$33 

War Mid Earth 

$33 

White Death 

$33 

Wzardry Trilogy 

$33 

Wizardry V 

$33 

Worlds at War 

$30 


C-64 



4th & Inches 

$12 

4th Const Set 

$10 

Grand Prix 

$21 

Heat Wave 

$21 

Nicholas Golf 

$21 

Serve & Volley 

$21 

Steel Thunder 

$21 

Test Drive II 

$21 

Calif. Chall. 

$12 


$12 



$24 

World is Carmen? 

$24 

Sim City 

m 

CINEMAWARE 

Rocket Ranger 

$24 

Speedball 

$21 

TV Football 

$21 



Bard's Tale III 
Chess 2100 
Chuck Yeager 
Empire 
Esasrlfd. 

Future Maalc 
Iron Lord 
Starfllaht 
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Courtside B.ball 

$30 

Full Count BB 

$30 

Full Count 89 

$13 

Input Disk 

$13 

Pro Basketball 

$30 

3 in 1 Football 

$30 


$13 




C-64 


ORIGIN 1 

Auto Duel 

$28 

Knights Legend 

$33 

Omega 

$33 

Space Rogue 

$33 

Tangled Tales 

$21 

Times of Lore 

$28 

Ultima Trilogy 


Ultima IV or V 

$40 

Wndwalker 

$28 


Grey Seas GS 

$41 

In Harm's Way 

$41 

Long Lance 

$41 

Seventh Fleet 

$41 

SSG i 

Carriers War 

$34 

Civil War l-lll ea. 

$28 

Europe Ablaze 

$34 

Fire King 

$28 

MacArthur 

$28 

Montezuma 

$28 

Normandy 

$28 

Panzer Battles 

$28 

Reach Stars 3 

$28 

Rommel 

$28 

Russia 

$28 

Run 5 issue #14 

$4 

SSI :■] 

AD&DAsst. #2 

$21 

Azure Bonds 

$28 


$28 

First Germany 

$34 

Gettysburg 

$41 

Hillsfar 

$28 

Napoleon 

$34 

Overrun 

$34 

Panzer Strike 

$31 

Pool of Radiance 

$28 

Storm Europe 

$41 

Typhoon Steel 

$34 

War Lance 

$28 

| ETC.. 


$28 

$33 


MEDIAGENIC 


Battle Tech 
Blue Powder 
Davis Soccer $21 

Dble Dragon II $24 


Battle Chess 

$33 

High Seas 

$33 

Die Hard 

$21 

Magic Candle 

$28 

Draaon Wars 

$31 

Middle Earth 

$28 

Face Off 

$21 

Might Magic lor II 

$28 

F-14 

$28 

Monday Nt Ftball 

$24 

Neuromancer 

$28 

Ftebel Univ 

$24 


mcRQpRosm 


Risk 


$28 


Airborne Ranger 

$24 

Gunship 

$28 

Pirates 

$31 

Red Storm 

$31 

Stealth Fighter 

$28 


Stealth Mission $33 

Tetris $17 

Thud Ridge $22 

Wizardry Trilogy $28 

Wizardry V $33 
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BRODERBUND 


Joan of Arc 

$31 

$34 

$31 

$15 

Omni Basketball 
Sim City 

Terrain Edit 

ELEC. ARTS 

Aauanaut 

$28 

Battle Hawks 

$34 

Budokan 

$28 

Draaon Force 

$34 

Empire 

$34 

Federation 

$34 

Gold Americas 

$28 

Iron Lord 

$34 

It Came Desert 

$34 

Keef the Thief 

$34 

Kristal 

$34 

Last Crusade 

$34 

Lords Rising Sun 

$34 

Nuclear War 

$34 

Populous 

$34 

Pro Tennis 

$28 

Reach Stars 

$28 

688 Attack Sub 

$34 

Speedball 

$28 

Stortliaht 

$34 

Swords Twilight 

$34 

TV Basketball 

$34 

TV Football 

$34 

Weaver Baseball 

$34 

Commisioner 

$15 

1988 Teams 

$15 

SSI 

Dragons Flame 

$28 

DM Asst #2 

$22 

Gettysburg 

$41 

Red Lightning 

$41 

Star Command 

$34 

Stellar Crusade 

$38 

Waterloo 

$41 


We now sell Computers! 

12 Mhz 286 AT VGA COMPUTERS 
WITH MONITOR 
VGA system 51 2k with 
2-1.2 meg 5.25" drives, joystick port, 
parallel printer port, VGA card & monitor, 

AT style keyboard. Only $1329 
VGA system 51 2k - same as above with 
1 .2 meg 5.25" drive, & 1 .44 meg 3.5" drive. Only $1329 
VGA system 51 2k with 1 .2 meg 5.25" drive, 

40 meg hard drive, joystick port, parallel printer port, 

VGA card & monitor, AT style keyboard. Only $1549 
VGA system 51 2k - same as above with 1.2 meg 5.25" 
drive, 1 .44 meg 3.5“ drive, & a 40 meg Hard Drive. Only $1649 

One year warranty on parts and labor! 
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Hint Books 
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Champ Krvnn 

$10 

IBM 


Bsibaro??a 

$41 

Col Beauest 

$8 

Dragon Force 

$34 

Battle Chess 

$33 

Dragons Flame 

$8 

Dragon Strike 

$34 

Breach II 

$33 

Draaon Wars 

$10 

Dungeon Master 

$28 

Carrier Comm 

$31 

Dungeon Master 

$10 

Future Wars 

$34 

Day Viper 

$33 

DM Maps & Spells 

$5 

Keys to Maramon 

$34 

Dragon's Lair II 

$46 

Future Magic 

$10 

Lords Rising Sun 

$34 

Drakkhen 

$40 

Heroes Lance 

$7 

MBT North Germany$42 

Dungeon Master 

$28 

Heroes Quest 

$8 

Rail Road Tycoon 

$41 

Falcon 

$33 

Gold Rush 

$8 

Shark Attack 

$28 

Falcon Mission 

$17 

Keef the Thief 

$10 

Storm - Europe 

$41 

Fiahter Bomber 

$40 

King's Qst l-IV ea. 

$8 

Traveller 

$41 

Fire Brigade 

$34 

Manhunter 

$9 

UMSII 

$41 

Gauntlet II 

$34 

Might & Magic 1 or II 

$12 

Amiga 


Gunship 

$37 

Neuromancer 

$12 

Bandit Kings 

$41 

Infestation 

$28 

Police Qst lor II 

$8 

Champions Krynn 

$34 

MBT Germany 

$41 

Pool Ftadiance 

$10 

Overrun 

$41 

Omega 

$33 

Quest Clues lor II 

$19 

Pirates 

$34 

Pro Footbal Sim 

$24 

688 Attack Sub 

$10 

Red Storm Rising 

$38 

Rinas Medusa 

$33 

Space Qst lor II 

$8 

Storm - Europe 

$41 

Shadow Beast 

$33 

Starflight 1 or II 

$10 

Their Finest Hour 

$41 

Space Ace 

$40 

Ultima IV 

$10 

C-64 


Times of Lore 

$28 

Ultima V 

$12 

Dragon Strike 

$28 

Ultima IV 

$40 



Dragons of Flame 

$28 

White Death 

$40 



Star Command 

$28 





Sword of Araqon 

$28 



APPLE 

Ancient Art of War 

$28 

Anc Art of War Sea $31 

Battles Napoleon 

$34 

Battle Chess 

$31 

Centauri Alliance 

$34 

Champ Krvnn 

$34 

Civil War vol. 1-3ea $28 

Curse Azure Bonds $34 

Dark Heart Uukrul 

$34 

Dragon Wars 

$34 

Earl Weaver Basebl $28 

Gettysburg 

$41 

Jutland 

$30 

Kinas Bounty 

$28 

Knights of Legend 

$34 

Magic Candle 

$34 

MBT Cent Germany $41 

Midway 

$30 

Neuromancer 

$34 

North Atlantic 

$30 

Omega 

$34 

Overrun 

$34 

Panzer Battles 

$28 

Pirates 

$31 

Pool of Fiadiance 

$31 

Prince of Persia 

$24 

Reach for the Stars $28 

Russia 

$28 

Space Rogue 

$34 

War of the Lance 

$28 

Windwalker 

$28 

ACCESSORIES 

Ad Lib - IBM 

$139 

Sound Blaster 

$189 

Blank Disks 5.25 

$6 

Blank Disks 3.5 

$10 

Dexxa Mouse 

$49 

5.25 Cleaning Kit 

$6 

3.5 Cleaning Kit 

$6 

Ergostick C64, Am $19 

Ergostick App, IBM $29 

Mouse Master 

$28 

Mouse Pads 

$6 

Disk Case - 60 

$9 



Call Anytime on our 24 hour Automated Order Line 
Operators Available M-F 9-6 


Atlanta residents call 404-939-0350. When ordering by mail send money order. Include phone number. 
SHIPPING: Add $3.00 for shipping and handling charge. Georgia residents add 5% sales tax. Shipping for 
Canadian orders is 5% of order, with a $5.00 minimum . U. S. Mail, APO & FPO orders add 5% of order, with a 
$4.00 minimum. Shipping for all other foreign orders is 15% of order, with a $12.00 minimum. 

Prices are subject to change. All sales are final. New titles are Underlined . 


\ 

Please note 
our new 
address and 
phone number. 

mfD0©[r@ gum®©, Bon® 

P.0. Box 930427 
Norcross, GA 30093 
404-939-0350 
Fax Line 1-404-939-0259 
1-800-872-3750 
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Rumor Bag 


I n Los Angeles, they turn 
down the thermostat in 
the Cl. S. District Court 
chambers to a brisk tempera- 
ture and the gray stone 
facades on the walls convey 
an ambiance which suggests 
that one has already been 
convicted and incarcerated 
At least, I felt that way as the 
Feds led me in handcuffed 
and sat me at the 
defendent’s table. 

"Nothing to worry about," 
said my attorney, "they have 
to prove you stole those 
secrets and they’ve got a very 
weak case." 

As the trial started, the 
prosecution accused me of, 
not only, stealing industry 
secrets (I like to call it being 
alert), but also of endanger- 
ing national security. A steely-eyed federal 
agent was their first witness. He claimed 
that I had leaked the story about Larry 
Holland’s Secret Weapons of the 
Luftwaffe, Lucasfilm's sequel to Their 
Finest Hour, planned for Christmas, 

1990. He acted like the information on 
the celebrated "Batwing" and ME-262 on 
the German side, as well as P-38, P-51 
Mustang and other pursuit planes on the 
Allied side, was still classified. Well, you 
never know with the government, but I 
do know that the game will be using a 
full 256 color palette in the game. 

He further stated that they had gotten 
suspicious of me when an informer over- 
heard me say something about my 
familiarity with a Soviet Pilot. Why should 
they be alarmed? 1 was only talking about 
Electronic Arts’ next flight simulator, ten- 
tatively scheduled for Fall release. 

My attorney began to grill the agent 
more thoroughly during the cross-ex- 
amination. It turned out the steely-eyed 
agent also had an affinity for those steel 
marbles. He continuously rolled some of 
them in his hand as he answered my 
lawyer’s questions. "I proved he knew the 
secret code," he muttered, "he knew 
about ‘monkey island.’ I searched his 
hard disk." My lawyer asked him if he 
might mean a reference to Lucasfllm’s 
The Secret of Monkey Island, Ron 
Gilbert’s upcoming graphic adventure 
game about pirates using the latest ver- 
sion of the Memiac Mansion interface. 

The agent rolled the marbles together 
faster. "Then, how would he have known 
the countersign, ‘savage empire’?" he 
questioned, "He had to have meant the 
Soviet Union. We’re not talking fantasy, 
herel" The marbles clicked together even 
faster when my attorney suggested that 
Savage Empire was going to be the first 
release in the Worlds of Ultima series 
from Origin. He seemed unconvinced as 
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he was presented with documents indicat- 
ing that the moongates used in Ultima 
lead to other places in the multiverse. In 
Savage Empire, adventurers find themsel- 
ves in a world of prehistoric monsters. He 
wasn’t even convinced by the fact that Ul- 
tima characters like Iolo and Shamino 
will make cameo appearances in the new 
game. 

"I proved he knew the code," the agent 
shouted, "he even knew about Project 
Quasar!" Project Quasar? My attorney 
leaned over and whispered as we con- 
ferred quietly together. 

"My client," announced my "mouth- 
piece" to the court, "suggests that you 
may be referring to Virgin 
Mastertronic's Quasar, a real-time game 
of space conquest which stresses both 
resource management and military 
strategy. Is it not possible that you are 
speaking of an Amiga game which is cur- 
rently under development?" 

"Objection," thundered the prosecution, 
"Counsel is leading the witness in an at- 
tempt to suggest that every bit of 
evidence against his client is related to 
computer games. No one can possibly 
be this immersed in such a silly hobby." 

The witness was excused and the case 
continued with frequent recesses so that 
the judge could consider various motions 
in hiis chambers and so that we could 
quaff a few bottles of mineral water. 

There was one of those coin-op hockey 
games in the cafeteria and I challenged 
my counsel to a game. I beat him easily 
and hoped this wasn’t an omen regard- 
ing his courtroom performance. I told 
him not to worry about the game. After 
all, it wasn’t a real simulation like Wayne 
Gretzky Hockey or that real detailed 
game under development in Canada. It 
seems that Strategy First, a Canadian 
developer, has been researching an NHL 


simulation for a couple of years 
and is still shopping it about the in- 
dustry. 

My lawyer admitted that he didn't 
usually play such games. He read 
science fiction and had flown a 
couple of flight simulators, but he 
just hadn’t found what he was 
looking for, yet. I suggested that 
Chris Roberts’ Squadron: The 
Space Combat Simulator from 
Origin might be just what he 
wanted. It is supposed to involve 
teamwork and cooperation, as well 
as individual pilot skill. 

When the hearing resumed, the 
prosecution rested their case. The 
government's attorney had a wick- 
ed little smile on his face as he did 
so. My attorney immediately called 
me to the stand and asked me 
what I thought of the proceedings. 

I told him that they were unreal. In 
fact, I told him that the charges 
were also unreal and went on to state 
that the entire thing reminded me of an 
upcoming game called Unreal which will 
be released by (IbiSofit, the French 
software company, later this year. 1 didn’t 
even have a chance to say that the ac- 
tion game would have great graphics and 
offer some very interesting physical puz- 
zles before the prosecution thundered a 
loud, "Objection!" 

In fact, he didn’t even have a chance to 
explain his objection before the judge 
ruled, "Sustained! Witness is directed to 
answer the questions only and refrain 
from wasting the court’s time with infor- 
mation with no bearing on the case." 

My testimony continued and the time 
for cross-examination arrived. I finally 
found out why the government’s attorney 
had smiled earlier. "Mr. Rosenberg," he 
began, "do you really expect this court to 
believe that all of these incriminating ref- 
erences relate to computer games?" I 
stated that the references were to com- 
puter games. "In that case," he con- 
tinued, "explain to us how a recent 
telephone call could have used the term 
warmonger to refer to computer games." 

I explained it as well as I could. War- 
monger was a game due out in late sum- 
mer from Bullfrog (developers of 
Populous) and Electronic Arts. It is a 
strategy game which uses realistic 
graphics to depict the player as leader of 
a primitive tribe which has just invaded 
unfamiliar territory. The player must 
balance the need for food versus the 
need for defense (guns or butter?) and 
the game can be played by up to four 
players via direct connection. 

Fortunately, the judge found me "Not 
Guilty", but I get the impression that 
there are now more "bugs" in my office 
than those you find in beta versions of 
computer games. CGW 
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The Best New Game in 2 Years! 


-Questbusters 



SIERRA PRESENTS: 

THE ROLE-PLAYING ADVENTURE 

fter years of leading the field 
bfjSltfVi in 3-D Animated Adventure 
Games, players and critics 
fk alike are telling us we 
Jvv have taken the lead in 
■ X. v\ yet another game 

| genre — Fantasy 

\ c4- b Role Playing. In 

A Hero’s Quest, 

\ FRP means Fun 

Role Playing. 


THIS IS FRP SIERRA STYLE... 

As a recent graduate of the Famous 
Adventurers’ Correspondence School 
for Heroes, you're more than qualified to 
battle brigands, massacre monsters and 
rescue royalty. If you're eager to exercise 
your new credentials, you’ve come to the 
right place. The barony of Spielburg is in 
dire need of a champion, and you just 
might fit the bill! 

Life’s not easy for a wanna-be hero, but 
for every grueling battle, for every hour 
of work, for every day of adventuring you 
can only get stronger, swifter and more 
skillful — not to mention rich! Soon even 
the most powerful monsters will be no 


Even the most intrepid Hero knows when to 
ignore a ’Do Not Feed the A nimals ' sign. 


match for you. When you’ve purged the 
land of evil, choose a new role and play 
the game again! 

But remember Adventuring Rule # 1 : 
When in doubt, run away! So you want to 
be a hero? Well, here’s your chance — 
Hero’s Quest I— So You Want To Be A 
Hero... FRP has never been 
this much fun! 

? ****** ^ 


THREE GAMES IN ONE! 

Play the game as your Hero-of-Choice. 
Will you become the Fighter? The Magic 
User? The Wily Thief? In Hero’s Quest 
the choice is yours.. .and Hero’s Quest can 
be played over and over again using 
different skills and different solutions to 
game puzzles. 


Choose from three Hero types: Fearless 
Fighter , Inscrutable Magic user or Wily Thief 


MS-DOS • AMIGA • ATARI ST 

1-800-326-6654 

or call your local Software Dealer 


Hero's Quest players tell us how it is. 


’Just got HQ yesterday and am very 
pleased.. .some of the humor is priceless. 


.this one has more humor than most 
CRPG ’s I’ve played !’ 


’ The fairies were a riot! Great 
characterizations in this game, better even 
than Space Quest III, and that’s going some. 


’...much of the humor is a great deal more 
subtle. ..the sub thing brought me right out of 
my chair. * 


’ I like that ending a lot!!! / want to go back 
and replay. ..SOON! 


’...one of the best of all of Sierra Games. ..I 
play the game every chance I get. I highly 
recommend it to anyone who likes games by 
Sierra. ’ 


’We can ’ t wait to play HQ II! ! Sierra is 
getting too good at this stuff. It’s getting to the 
darn point where no other computer games 
are worth buying. Keep it up. ..just make 
MORE games. ’ 


FREE I 

PRODIGY. 


SIERRA* 


Interactive Personal Service 

-up Kit and one month of service 
(a $50 value ) 

it* details in selected Sierra product* 


SIERRA ON-LINE, INC. • COARSEGOLD, CA 93614 


! pi* Tj 

Sr r — 7*1 

1 M 9 M 1 

I u | 

fil 'Jr ! Ill ftjj 

fir Pf ( 

| ; L JX-Jsm ! jLiJb. ... Jra 

afcL-J VJI 






Sneak Preview 


With Their New Multi-Player Family Game 
And First Game With VGA Graphics, 

Sierra Is Not Only 

Keeping (Ip With Jones 


But Trying To Forge Ahead 

by Johnny L. Wilson 


I n order to peer into Sierra's im- 
mediate future, it may be neces- 
sary to visit the past. Remember 
those days of old when only govern- 
ments and huge corporations had 
computers? Many families would 
gather together in the evenings to 
play boardgames like Careers, 

Money, Money, Money and The 
Geime of Life. There was a sense of 
togetherness, competition and 
cooperation. 

Keeping Clp With Jones {Jones) is 
a computerized tribute to those fami- 
ly games of old with lots of new 
twists. Where the traditional 
boardgames were driven strictly by chance, Jones is driven by 
player-customized goals, a dynamic economic system with both 
micro-economic and macro-economic effects simulated, and logi- 
cal decision-making. It is further enhanced by a "racetrack" style 
game board which has the rich feeling of an oil painting, digitized 
animation to enliven some of the turn results, as well as random 
events, and a musical soundtrack that offers distinctive themes 
for each location and character. 

The Secret of Your Success (Game Play) 

Jones is a game for one to four players (including computer 
players) in which each player defines his/her own particular idea 
of success. Before the game actually begins, players are 
presented with definitions (in game terms) of success in terms of: 
Career, Education, Happiness and Money. Players set their in- 
dividual goals and attempt to be the first player to reach their 
goals. 

On the first player turn, the player has the option of enrolling in 
school or entering directly into the work force. The game features 
nine different work locations, each with its own organizational 
structure and "pecking order" of prestige and power. One can 



inuve up at each location by virtue of 
performance, education and ability. 
There are also nine different educa- 
tional institutions to attend which can 
affect one’s chances of "getting 
ahead" or provide new challenges for 
those who make Education their 
primary goal. 

During each turn, the player makes 
time management decisions about 
how he or she will spend their week. 
One simply moves to the right loca- 
tion on the game board, clicks on 
the location to reveal a menu of op- 
tions, clicks to choose all the options 
to be performed at that location for 
the game week, and moves to the next location to repeat the pro- 
cedure until the game clock (a dynamic icon located at the bot- 
tom of the screen which looks like a clock and turns red as time 
is expended) runs out. Players go to school and/or work, pur- 
chase necessities and luxuries, invest in securities and, once in a 
while, relax. Players who don’t take the time to relax face two 
potential problems: illness or a visit from "Wild Willy the Burglar". 

Along the road to success, salaries, prices and investments will 
fluctuate according to a micro-economy within the game itself. 
However, this micro-economy is affected by such macro events 
as a Wall St. scandal or oil crisis. The player learns of such events 
by purchasing a newspaper. Then, news concerning major 
events is flashed upon the screen via the typical '40s and '50s 
cinematic approach of having a newspaper spin around and 
around until it comes to rest and allows the viewer/player to read 
the headline. About three-fourths of the way through production, 
there were already more than 50 newspaper screens available 
and more were expected. 

Although the economy seems fairly simple to keep track of in 
the course of the game, it functions in a fairly sophisticated way. 
There is a wage-price spiral in operation and the decisions which 
the players make in the course of a game actually affect what is 
happening in the micro-economy. Further, the newspaper head- 
lines offer hints about what should be purchased in the way of in- 
vestments. The boardgames of old could not "chain" 
economic/game factors together the way a computer game can 
and Jones exploits this ability in creating a more realistic 
economic environment. 

In short, the game presents plenty of decision points for each 
player in a simple, playable game. Players try to balance time and 
money against possible purchases, investments and satisfaction. 
The game ends when one of the players reaches the goals 
he/she set at the beginning of the game. The game was 
designed to be anywhere from an hour to three hours in length. 
Since game length depends on the goals which the player set, 
one must set lower goals in order to have a shorter game. 
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Sound Investment (Artistic Touches) 

In addition to the lavish use of digitization in Keeping Up With 
Jones, Sierra has invested quality resources in the musical 
soundtrack. Ken Allen has written a musical score that offers 
musical variety, establishes the "Yuppie" atmosphere the game is 
designed to portray and offers some terrific musical puns, as well. 

The theme song to Jones has the light bouncing rhythm one 
would expect to hear for the opening of a situation comedy. It 
also has an organ part that is reminiscent of The Doors in order 
to place the game context in the right generation. Each player 
will have a different musical theme that will play as they stroll 
around the game board (It will even be personalized and selected 
by the player if the design team can find enough room on the 
disks.) and, in turn, each location has its own theme. The invest- 
ment broker's theme is performed in a baroque style like the 
hornpipe from Handel’s "Water Music" (Get it, "Baroquer"?); the 
unemployment office has telephone percussion in its theme; the 
clothing store gets some great vibraphone work to indicate how 
cool it is to wear their clothes; the pawn shop's theme expresses 
ambivalent feelings and the fast food restaurant gets Barry 
Manilow-style orchestration that builds up to the expected chord 



change (I guess the composer needed a break, that day!). All of 
which combines to enhance the gaming experience with a sense 
of humor and whimsy. 

In addition to the musical score, the graphic presentation of the 
game is rather fascinating. Most of the static graphics were 
painted in a similar style to the game board and digitized into the 
game. The game board itself is a lavish painting, as are many of 
the static items. The characters are animated from live models 
and the animation itself is incredibly smooth. 

That Jones, Sierra’s first VGA product, offers a rich tapestry of 
artistic touches should not be surprising, however. The producer 
of the project is Bill Davis, an Emmy award-winner for the 



graphics used on NBC: The First 50 Years. He is also the profes- 
sional computer artist who handled the switches from animation 
to live footage and back again for a popular Toyota commercial 
nearly one year ago. Now, he is guiding a team of artists, 
musicians, programmers and designers in creating a game which 
they hope will capture more of the family market than any com- 
puter game has done previously. 



How I Made My Fortune (History of the Game) 

The history of Jones is somewhat fascinating. Sierra does not 
usually purchase game designs developed outside their studios. 
When the company’s executives saw an EGA version of Keeping 
Up With Jones that only had a portion of the present game’s 
framework, they got very excited about the game’s potential. 

They even booted up the simple EGA version and tested it out 
on some couples who came over for dinner. When everyone who 
looked at the game got hooked on it, Sierra knew it had a poten- 
tial winner. 

Still, the EGA version was not ready for prime time. It offered 
neither commercially viable graphics nor the more flexible 
gameplay of the current version. So, Sierra decided to buy Jones 



lock, stock and barrel. They put Warren Schwader, designer of 
Hoyle’s Book of Games: Volume 1, on the project, and teamed 
him with Bill Davis and Bill Skirvin. In addition, Sierra CEO Ken 
Williams has been very involved with Jones from the beginning. 

The Future’s So Bright . . . 

Sierra has been so successful in creating graphic adventures 
that many of their competitors refer to their own efforts in graphic 
adventures as "a Sierra-style product." Now, the successful pub- 
lisher is beginning to take some creative risks in product types. 
Keeping Up With Jones is part of the commitment. After seeing 
this game, one really catches Ken Williams’ vision of interactive 
entertainment for everyone. 

CGW 
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Humor 


I dunno ho w this R.I.D. stuff 
works... 

I’ve been after Johnny or Chris or 
somebody to tell me how games are 
picked to be rated each issue. No 
luck, though. I’m beginning to 
suspect they have one of those little 
fuzzy-ball dartboards set up some- 
where — right next to the dusty boxes 
of Computer Game Forum still stack- 
ed in the back room — and it has all 
the names of the games stuck in 
velcro on it or something. 

Each month 1 dutifully sit down 
and try to figure out how it was I 
rated each game the previous 
month... Let’s see, did I give Ultima 

V an "A-" or an "A"? Penguins of 
Quendori? What kind of game is 
that?? Why haven’t they rated Ul- 
tima VI, yet? The stores around here 
have had it for weeks! 

What’s going on over there at 
CGW? Someone testing Huxley’s 
hypothesis and have a bunch of 
monkeys around there trying to 
write the entire works of 
Shakespeare? 

You’d think with my "connections’’ — 
there I’d be able to find out. Maybe I 
could even get a review copy of Ultima 

VI while I was at it. 

No way. 

I called the CGW secret phone number 
one day (only given out to those who've 
found all the solutions to Wizardry IV) to 
find out the scoop, but no luck. 

Chris blamed Evan; Evan blamed 
Johnny. Johnny said, "Oh, Russ keeps all 
the really neat software. It’s, like, a pub- 
lisher’s perk, you know, dude." (I think 
Johnny’s been in California too long — 
he’s starting to "go native"). 


Fits And Chips 


t>y 

Intrepid Media Critic, Dennis Owens 


I asked him typical questions. Do 
you know anything about Breach 2? 
What have you heard about military 
subsidies of computer game 
magazines? Do you have a cluebook 
for Dragon Wars ? That kind of 
thing. (No smart-alecky comments 
here, either. So I use cluebooks, too. 
So what? Who do you think I am, 
Scorpia?) 



funding source behind CGW must be — 
snrk. Mmfff. Pnntt. 


Anyway, I was just kicking into my 
usual pitch for CGW (I’m not one of 
the magazine’s salespeople, but I 
should get a commission as I pitch 
this mag so much). The guy gave 
some bogus answer for why they 
won’t carry magazines, and, sudden- 
ly, I latched on to what he was all 
about. 

Slyly — because I’d just been playing 
it that afternoon — I asked him, "Do 
you know anything about The Keys 
to Maramon ?" (I hadn’t seen it on 
his shelves). 

His pale forehead crinkled as he 
forged quickly into his banal, un- 
scripted patter. "Oh, it’s not out yet," 
he said. Bad breath. "There’s no 
release date yet. You know how com- 
panies like to advertise before their 
product’s ready." 


[Ed: It is not the role of the editorial 
staff to comment on policy; ux carry 
out policy. The current line of investiga- 
tion and mindless speculation will only 
be permitted to proceed if it avoids sensi- 
tive matters.] 

Okay, okay. So there have been reviews 
of military games as long as there’s been 
a CGW. This still supports my point, 
though, because — owwWWW! Hey! The 
arm doesn’t bend that way, buddy! 

All right, already! 


"Hmm. Okay. Thanks." I turned around. 
Walked out. Vowed never to darken that 
door again (at least, not until I’m 
desperate). 

What is it that makes these salesmen 
either not know what they’re talking 
about or else not have the brains to simp- 
ly admit that their distributors are slower 
than a magic missile spell against 60 ores 
on an 8088 machine? I don’t know. It’s 
probably related to the great Illuminati 
plot to control the Wall Street Military In- 
dustrial Complex in this country. 


I’m beginning to think that Russ is real- 
ly an AI program, though. I mean, who’s 
really seen that guy, anyway? 

Show of hands? 

Of course, everything would make 
sense if Russ is the one deciding which 
games get put into the R.I.D. rating sec- 
tion, wouldn’t it? Maybe there’s a bug in 
the AI and... No. That’s too scary to think 
about. 

I’ve been hearing about these computer 
studies of Chaos Systems. (Mostly for the 
military). 

And, hey, wait a minute, there have 
been a lot of reviews lately for military 
games, haven’t there? 

Check out the Editorial in the May 
issue. In fact, the May issue covered 
everything from battling from a dragon’s 
back to fighting M-l tanks! 

Heyl I’m on to something! The real 


Changing the subject! 

Sheesh! 

I’m outta’ here! 

It’s off to my local software shop 
("Bub’s"). I was there recently — as 1 am 
wont to do from time to time — just to 
browse, to talk games, to smell the shrink 
wrapping, and, while Bub and I were mar- 
veling about Hero’s Quest I on the 
Amiga and other hot new titles, Bub men- 
tioned that a new store was opening 
down the street. 

Now, Bub knows me (unlike Russ, I’ve 
seen Bub). I keep Bub’s children in 
braces with my purchases so that he 
doesn’t mind if I occasionally go scope 
out a new scene. So, 1 hotfooted it over 
there and scanned out the situation, 
talked to this greasy-haired, pale-skinned 
skinny dude who seemed to think he was 
the manager, just to find out what the ac- 
tion would be. 


Seeking answers, I read Psalm 9:1-2 (as 
indicated among all that small print in 
the CGW masthead). Well, it says nothing 
at all there about the military. It’s more 
about thanking the Lord and exulting 
and being glad. 

Although, when you get to verse three : 
"when my enemies turned back, they 
stumbled and perished before thee." 

Oh, ho! The truth again! It will be toldl! 

I knew there was a connection between 
the military and... 

Ip! Erg! Ack! 

Gakkk! . . . 

Whew, when I finally reached CGW on a 
secure line, 1 did talk to Russ. Or, at 
least, a voice claiming to be Russ’. 

They can digitize those things, you 
know. 

It might’ve even been an Ad Lib board! 
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Review 


Piloting 

Spaceship 

Earth 


Chris Crawford's 
" Balance of 
the Planet " 

by Chris Lombardi 


H ow many times have we heard 

computer games extolled by game 
designers for their artistic merit 
and consciousness-altering potential? 

"We are artists," they say. "We can 
change the world with our artistic 
medium, we can move mountains!" they 
say. "Hrump!" most of us say, and get 
right back to shooting down "Krauts" or 
hacking up trolls. 

Rarely does someone put their game 
where their mouth is. Yet, Chris Crawford 
(designer, editor, organizer of this and 
that, as well as the most loved/hated mein 
in the game design biz) has designed his 
latest game, Balance of the Planet, 
around the hottest social issue to take 
hold of the American consciousness in 
quite a while. 

Balance of the Planet is a simulation of 
the environmental crisis. It covers the 
whole mess, from recycling and acid rain 
to oil spills, global warming, world starva- 
tion, and the third world’s standard of 
living. The entire morass of complex, in- 
terrelated issues is heaped upon the 
player in the ultimate test of manage- 
ment skills, the ironman of crisis manage- 
ment. 

In the fictional world of Balance of the 
Planet, the United Nations has awakened 
to the fact that the world is in trouble 
and, as a result, has created a position 
called High Commissioner of the Environ- 
ment. The player holds this dubious title, 
a title which carries a lot of weight. With 



the title comes the power to levy taxes on 
all environmentally damaging activities 
and then, subsidize activities which may 
benefit the simulated ecology. For ex- 
ample, as High Commissioner, the player 
may choose to tax the crud(e) out of oil 
use and use the revenues to subsidize 
solar energy research. With this power, 
the player has 40 years (8 game turns) to 
slam the brakes on civilization’s environ- 
mentally destructive slide and return the 
planet to a more balanced state. 

The Method Behind The Madness 

Balance of the Planet consists of 150 
graphic screens, each associated with 
one of the game’s 150 formulas. Each of 
the screens contains a warm, cute illustra- 
tion of the issue represented by the for- 
mula, along with a bar graph depicting 
the change in the formula’s value over 
time. For instance, the Acid Rain screen 
contains a picture of little imps throwing 
pitchforks down from the clouds and the 
global temperature screen is a schematic 
illustrating the greenhouse effect as it 
warms a frowning, sweating caricature of 
the earth. The graphics are not outstand- 
ing, but their cartoonish simplicity serves 
to buffer the otherwise intimidating 


gravity and complexity of 
the topics. Gnfortunately, 
the IBM graphics are a 
straight port of the Macin- 
tosh graphics, apparently 
colorized in the style of Ted 
Turner’s controversial 
studio. 


Each of these screens 
also lists the variables in- 
fluencing the specific for- 
mula as well as the vari- 
ables influenced by it. For 
instance, the Starvation 
screen lists world popula- 
tion and food supply as its 
cause, and forest clearing, 
overgrazing, population, 
and starvation points as its 
effects. Clicking on any of 
these key words will call up 
the corresponding screen. 

In this way, the player can 
trace through the myriad of 
cause and effect relation- 
ships in order to under- 
stand and master them. 
Macintosh users will probab- 
ly find the interface to be 
somewhat Hyper-textish. 


Understanding 
Interconnectedness 


Understanding these interconnected 
relationships is the key to success and is 
the heart of the game. They are not al- 
ways obvious. For instance, a common 
game strategy is to tax the life out of fos- 
sil fuel use in order to reduce its damag- 
ing effects. Nevertheless, the energy 
provided by fossil fuels is absolutely vital 
to industry. Industry produces consumer 
goods that keep "first-world" folks happy, 
as well as manufacturing the fertilizers, 
pesticides, and machinery that feed "third- 
world" folks. A blind attack on industry 
may disrupt the economy such that 
Canadians may have to five without 
VCRs, but Angolans have to survive 
without dinner. A well-intentioned act of 
ecological preservation may turn the 
world economy upside down. 


Here lies the game's message. This is 
not a green radical’s attack on industry. 
Nor is it an optimistic industrialist’s at- 
tempt to debunk the warnings of environ- 
mental doomsayers. It is one insightful 
man’s interpretation of the environmental 
crisis presented as equitably as possible. 

In order to be successful, the player must 
walk the thin line between satisfying the 
voracious appetite of the world economy 
with the preservation of our dying ecosys- 
tem. 


Of course, there are biases. But Craw- 
ford handles the issue of bias by placing 

Continued on page 73 
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Review 


Legends of the Lost Realm 

Avalon Hill’s Macintosh Role-Playing Game 


hus has the Messenger spoken: 

" The high King returns. The faithful 
are summoned to Taris-Cirirtik, the 
sorcerer's stronghold. The heroes of the 
New Age shall arise and their fury shall 
cleanse the land of the evil Malokor." 

The summonirtgs are bold and the 
words filled with hope. In a land where 
hope has long 
since feuded, how- 
ever, who shall 
have the courage 
to answer? 

Legends of the 
Lost Realm is a 
slam-bang adven- 
ture role-playing 
game for the 
Macintosh, a chal- 
lenge for die most 
dedicated player, 
and a promising 
beginning for 
what, apparently 
(and hopefully), 
will be a long line 
of CRPGs set in 
the fictional land 
of Tagor-Dal, a 
place of magic, 
fear, monsters, 
and great good. 

Not designed for 
beginners, 

Legends is fully 
playable on any 
Mac with at least 
one 800K drive and one MEG of 
memory. Its graphics, though sparse, are 
sharp and Well drawn. The fiction base of 
the story — if this, indeed, is just the begin- 
ning of a long saga — is believable and 
well textured. 

Subtitled "The Gathering of Heroes," 
Legends is set in the 
King’s stronghold, an an- 
cient but still thriving castle 
only recently taken back by 
the forces of those who 
believe in the line of the 
High Kings. Stuffed with 
rogues, unscrupulous ad- 
venturers, and enough 
other nasties to fill the tales of many a 
long evening spent relaxing by a 
campfire, the stronghold’s towers and 
dungeons are loaded with goodies and 
treasure-seekers, strange drafts, visions, 
and mini-quests. 

Though the castle’s streets seem oddly 


by Dermis Owens 

vacant (a function of the game’s 
graphics, to be discussed in a moment), 
they are, nonetheless, crowded with bam- 
boozlers, thieves, and braggarts who 
would just as soon pick your party’s pock- 
ets or accept a bribe as fight or talk. 

Exploring is done in a 3-D perspective 
with a party of one to six characters. The 
bad news is that except when the party 
enters a store or 
combat begins, 
the graphics are 
plain and un- 
populated by 
character im- 
ages. Enemy par- 
ties cannot be 
seen before their 
square is 
stepped on and 
encounters 
present tiny but 
detailed views of 
the opposing for- 
ces. The good 
news is that 
views and basic 
information 
about the 
player's party are 
always on-screen 
and more 
detailed informa- 
tion is but a 
mouse-click away. 

Interaction in 
stores is carried 
out by pointing 
at an object and clicking to pull down a 
menu. Another command will tell about 
an object and still another will identify 
which type of character could best use it. 

Classes and attributes, with a few excep- 
tions, are all fairly standard. Characters 
may begin as any of four basic classes, 

but each class has subclas- 
ses with their own 
specialities: blade master, 
monk, ninja, witch, wizard, 
etc. All characters have, at 
least, some type of spell or 
non-magical skill. From 
"light campfire" to "snare 
animals," they lend a delightful suspen- 
sion of disbelief beyond many CRPGs. 
Multi-classes and class changes are also 
an aspect of Legends of the Lost Realm. 

Magic is both plentiful, simply named, 
and easy to use. Spells can either be 
cast, loaded into scrolls and wands to be 
cast later, or even created (once the user 


has become powerful 
enough, of course). How- 
ever, an advance in ex- 
perience level, though it 
does include an increase in 
spell points available to 
each character, does not 
necessarily mean an ad- 
vance in spells known. 
Magicians, for instance, 
must reach the fourth rank before learn- 
ing second-level spells. 

Make no mistake: although Legends of 
the Lost Realm may seem, at least in 
summary, to be a standard whomp-the- 
monster/explore-the-streets CRPG, the 
changes it offers in the way in which ad- 
venturing occurs make the game’s fiction 



soar far beyond the depth and excite- 
ment most have come to expect in com- 
puter role-playing games. 

The ability to buy on credit (and to ex- 
tend one’s financial resources too far); to 
sharpen swords using whetstones; to 
bank money; to carry canteens, bread, 
jerky, bandages, rope, string, and on and 
on; to fashion arrows out of feathers, 
sticks and bits of metal; to climb walls, 
and then, using rope, to pull up the rest 
of the party; to fill scrolls and wands with 
spells which can be used later; to hunt 
for food — all these and many more char- 
acteristics make Legends of the Lost 
Realm a sophisticated challenge for the 
best-qualified computer adventurers. 

Complaints are few, but noteworthy. 

The beginning of the early versions of 
Might and Magic is nothing compared 
to the difficulty of getting a party started 
in Legends. Party members can die off 
even before the second encounter. 

Even more maddening is that, once 
characters die (at least, in the early 
going) they cannot be revived; and, to 
delete them from the roster, they must be 
buried (which costs each surviving mem- 
ber precious gold). Survivors may find 
themselves in debt even before they have 
done much more than bury their fallen 
comrades! 

Another problem is that the game lacks 
a sophisticated save/restore feature. Char- 
acters can be saved in two ways: either in 
the barracks (which is frequently incon- 
venient) or by quitting the game and 
saving the party. Then, to restore the 
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group, the user must either choose 
"preferred group" under the Preferences 
menu or "restore" in the barracks. 

Sounds simple, except that levels are 
often reset each time the game is turned 
back on and the barracks, because of the 
limitation of each character’s need for 
water, food, and sleep, often seem much 
farther away than they should be. A 
simpler save/restore system would much 
enhance the game. 

Also, though the manual is crammed 
with important information, much is left 
out, too. For example, it does not 
delineate at what rate water and food are 
consumed, how to behave properly in 
temples, etc. Later in the game, such in- 
formation becomes intuitive, but it would 
have seemed to have been most useful 
at the beginning, when characters are 
dropping like flies. 

The sparseness of the graphics seems 
especially odd in a Macintosh game. One 
wonders if it was really necessary to limit 
the graphics this much in order to add 


the appreciated details to the role-playing 
system. 

Finally, in what must be one of the truly 
most inane additions to a CRPG ever, 
Legends of the Lost Realm sports a tax 
man. He hangs out close to the barracks 
and, unless the party has banked most of 
its gold before coming home (not always 


an easy proposition), he will take most of 
it away! That’s preposterous! 

Still, despite its problems, Legends of 
the Lost Realm is a fascinating, complex, 
and rewarding gaming experience. It is a 
must buy for all Mac users who are 
desperately waiting for role-playing 
games and intricate adventures. CGW 


Legends of the Victorious Realms (Hints) 

To minimize the problems of getting started, back up files 3, 4, 6, and 7 under the "LoLRM" 
folder to a saved-game file as soon as each satisfactory character is created. Back up those files, 
also, after each satisfactory game session is completed. 

One possible starting strategy is to create a party made of three fighters, two shaman and a 
magician. All of the back characters will be able to use bows and arrows and, once the party has 
strengthened a little bit, one of the fighters may be replaced with a thief. 

Food and water are a must Many an unprepared adventurer has starved or died of thirst while 
exploring the castle. In fact, parties should stay away from the towers until the party has advanced 
a few levels, then begin in the tower in the Northeast. Don’t forget to take rope, a lantern, and 
reserves of food, oil and water on those trips to the towers. Also, try to use homing sticks to get 
in and out of towers quickly. 

At the early levels, run away from all encounters with magic-users. Also, rest the party whenever 
their sleep levels reach 50%. Take turns standing guard until everyone has had at least 6 hours 
sleep. 
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VENOM is not just 
the name of the 
game . . it’s also 
the very atmo 
sphere in which it's 
played! 

Enter the 9th 
dimension where 
you conjure your 
own monstrous 
creature to do battle! 


No one is safe when 
the ghosts and spirits 
ol another god seek 
your blood! 

Only one survivor! 

An ally must turn 
enemy . sooner 
... or later! 


Miracles and magic 
are your sword and 
shield, but carnage 
and cunning are the 
paths to victory! 


Mortals have 
always been 
pawns ... but 
now you need 
them in your 
final qodly 
battle 


VENOM is a strategic •; 
battle-to-the-death 
between the gods. 

Reports on the numerous 
battles each turn are at 
no extra cost! In VENOM, 
you'll find magic rings and 
staves of power, lost 
mines and hidden portals, 
palaces in the clouds 
and much more! 


REGISTRATION $15.00 
(includes map. rulebook. and two free turns) 
TURN FEE $4.75 

(turns every two weeks) 

RULEBOOK $5.00 

(will apply towards registration) 


NEW FOR ’88-’89! 




GAME SYSTEMS, INC., P.O. BOX 160129, MIAMI, FL 33116-0129 305-274-5559 
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MasterCard/Visa 
1-800-545-6172 
(after 5 p.m.) 


“Powerful programs of growth and adventure 

THE MAGIC MIRROR . . . self-awareness and 
change. E. Kinnie, PhD. Clinical Psychologist. $29.95. 
MERLIN ... an apprenticeship in the ancient 
Celtic tradition. $24.95. 

I CHING . . . wisdom and prophecy at a tea house 
on a quiet pond. $24.95. 

THE MAGIC MOUNTAIN ... a wild, occult ex- 
perience. Not for children. Specify male or female 
version. $24.95 each. Both, $39.95. 

Blue Valley, 29 Shepard St.. Walton. NY 13856 


SUPREMACY 
★ ★★★★ 
Crisis in the Far East 

In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Vladivostok. Moscow 
wants help now! 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull back... or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy -the world conquest board 
game fought in the nuclear age. 

FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 
At better game stores worldwide. 
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Technical Notes 


The Circuit Writer 


Why is it so hard 
to add boards to your 
computer anyway? 

by Steve Witzel 

Steve Witzel was leader of the team that 
designed the award winning RealSound technol- 
ogy for Access Software and is an occasional 
columnist in CGW. 



o, you finally decided to unload 
your old CGA card, upgrade to, at 
least, EGA in order to check out 
some of the 1 6 color games. May you 
not experience what I did. 

Another Fine Mess 

The other day a friend added some new 
boards to his computer, which required 
that he swap graphics cards with me. 

Being somewhat of a congenial sort, I 
agreed. What could be easier than to 
remove the single phelps head screw 
holding my case together (the other four 
screws have been missing in action for a 
number of months) and swap EGA 
cards? Little did I realize the atrocity that 
was about to follow. 

After installing the new graphics card, 
replacing the case and single screw, 
reconnecting the monitor and mouse, 
and turning on the computer, everything 
was back to normal. At least everything 
appeared normal. It wasn’t until the night 
before my daughter’s big report was due 
and I weis headed for bed that screams 
emanated from the library (where the 
computer resides) informing me that the 
computer wouldn’t print. "Someone must 
have disconnected the printer cable," I 
thought, "this is just a one minute fie." 

After 30 minutes with no noises spew- 
ing forth from the printer, it was time to 
get the screwdriver. The new printer card 
came with a built in printer port and 
there was already an existing printer port 
in the computer. A simple fix, I’ll just reas- 
sign the printer port on the new graphics 
card to be LPT2. This will eliminate the in- 
ternal conflict and allow my daughter to 
print her report. After 15 minutes of sear- 
ching for the manual for the EGA card (it 
didn’t take long to find because it was in 
the house less than a week) and reading 
about the printer port, it became obvious 
that trouble was following me. The 
printer port was LPT1 and could not be 
changed, disconnected, or mutilated! 

1 still had hope of getting the document 
printed; little did I know. Just change the 
printer port on the multi-function card, 1 


thought to myself, and everything will be 
back to normal. If 1 make the original 
printer port LPT2 and connect the printer 
to the EGA card, everything should work 
(Are you following this?). This time the 
search for the manual took much longer 
because the multi-function board has 
been installed for Eilmost a yesir. Apparent- 
ly the force was with me because I found 
it. A quick search of the text (obviously 
translated) revealed that this was a 
SMART card and it would automatically 
look to see if LPT1 was in use. If it was in 
use, the SMART multi-function card 
would reassign its’ printer port to become 
LPT2. Somewhere along the line the 
EGA card didn’t bother to tell the SMART 
multi-function card that it was using 
LPT1 , hence both cards were assigned to 
LPT1 and neither would print. 

The solution became obvious. All I had 
to do was wake up my friend, rip his com- 
puter apart, get my card back and have 
my daughter print her report 

My Telecomputing Experience 

With the proliferation of multi-player on- 
line games and point-to-point modem 
geimes, you may eventually run into 
Einother problem. A few months ago, I 
decided to install a modem in my com- 
puter at home. A modem has been sit- 
ting in a box at the top of my closet since 
1200 Baud modems came on the 
market. Needless to say, the instructions 
have long since vaporized. My SMART 
multi-function board is using COM1 and 
COM2 for normal serial ports. All that 
needed to be done is to change COM1 
to COM4 on the multi-function card and 
to assign the newly found modem to 
COM1 and pulse dialing. The modem 
was an easy project, it took only two 
evenings to fry all possible combinations 
of the 6 jumper blocks (about 150 pos- 
sible combinations). 

It took only two evenings to do a job 
that should have taken 10 minutes. Who 
designs these cards anyway? I have come 
to the conclusion that all circuit board 
designers belong to the same religion. 


The common belief among them is that 
if they identify the function of even one 
jumper on the board itself, their soul will 
be damned for all eternity (what other 
reason could there be???). 

At the office, we Eire constantly upgrad- 
ing pieces of computers. As the old 
equipment accumulates we tend to move 
memory CEirds, hard drives, graphics, 
modems, disk drives Eind anything else 
that can be found to other computers. 
The manuals for these motherboards and 
the plug in cards usually get lost. I’d 
rather attend a funeral than attempt to 
figure out which jumpier does what. It is a 
painful and time-consuming process. 
Some boards cannot even coexist in the 
same computer. Our TARGA graphics 
board can’t reside in the same computer 
as the recently acquired WORM (write 
once, read many optical disk) drive. It 
took most of an afternoon to figure that 
one out. 

What Can We Do? 

As consumers we must speak up. Let 
computer manufacturers know that we 
demand plug in cards that CONFIGURE 
THEMSELVES. The technology has been 
available for a long time. Why should we 
be frustrated every time we want to add 
new functions to our computers? Let the 
computer designers be frustrated in figur- 
ing out a standard that will make our 
lives easier! 

CONGRATULATIONS! 

At the recent Software Publishers As- 
sociation Convention, Access Software 
was awarded the SPA’s Technical 
Achievement award for the the develop- 
ment of RealSound, a digitized sound sys- 
tem that requires no additional hardware. 
Since I weis intimately involved in the 
development of RealSound I would like 
to express my thanks to all the program- 
mers who helped on the project — you 
know who you Eire. 

NEXT TIME: , What’s happening in CD- 

ROM CGW 


Tips On Avoiding Frustration 

Make it easy on yourself. Right now, there 
are things that will help you in the future as 
you grow your computer. 

1. Use Labels 

Label all connectors — LPT1, COM2, etc. It 
is amazing how quickly I forget if the mouse 
is in COM2 or COM4. 

2. Secure Manuals 

Put copies of all board documentation in- 
side the case. Be careful not to block any 
vent holes. Next time you need to alter some- 
thing all the information is right there. 

3. Fail Safe 

Somewhere on the board, write the name 
of the dealer where the board was purchased. 
If all else fails, maybe the dealer will help. 
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WHICH WOULD YOU RATHER FACE-OFF AGAINST? 

Konami® introduces two more ruthless opponents 
for your home computer. 

Whether you want to get crushed against the boards or have 
your body drained of blood, the choice is yours. 



In Blades of Steelf control ice-blistering speed and 
momentum, asyou fire the puck past tenacious defenders, 
duck punches thrown by high-sticking enforcers or 
even protect the net from 100 mph penalty shots. 

And in Castlevania? journey through the most 
horrifying maze of evil ever devised, battling unearthly 
creatures with your mystic whip and masterful senses 
until you come face-to-fang with the death defying 
Count Dracula. 

So grab your hockey stick and silver cross, then go 
head-to-head against the kind of competition you've 
dreamed about. 

And feared. 


KONAMI 


Blades of Steel Is available for Commodore,® 
IBM® and Amiga? 

Castlevania Is available for Commodore and 
IBM. Available for Amiga Fall 1990. 


Konami Inc. 1 708) 2 1 5-5 11 1 Blades of Steel® and Castlevania® are registered trademarks of Konami Inc. Konami® is a registered trademark of Konami Industry Co., Ltd. © 1 990 Konami Inc. 




Special Report 


Game Technology for the 
Near and Far Future 

by Johnny L. Wilson 


I n journalism, one is forever tempted 
to follow the doctrinaire wisdom of 
whatever axiom happens to be quoted 
the most at the "A" list parties. Being the 
sort who tends to merge into the fringes 
of conversations as anonymously as 
Lamont Cranston becoming in- 
visible in the shadows of the un- 
derworld, this editor hears an in- 
credible amount of doomsay- 
ing. "CD-I can’t cut it" (Oh? We 
were impressed with the CD-I 
products under development 
which we saw at the SPA 
Spring Symposium.); "NEC’s 
TurboGrafx 16 doesn’t have a 
chance" (Tell that to the 
120,000 plus who have already 
purchased the machines, as 
well as those who will purchase 
them when their CD-ROM unit 
becomes available.); "Disk- 
based entertainment is dead" (We believe 
there will always be a market, because 
disk-based software purchasers are the 
most stable customers in the computer 
entertainment marketplace.); "DV-I will 
never become affordable" (We’ve noticed 
that the basic price of the chip set 
has been dropping dramatically 
over the past 12 months.); and 
"Text adventure games will never 
sell in today’s market" are all com- 
ments which are bandied about in 
today’s climate. They are not, how- 
ever, propositions that this editor 
or this magazine necessarily agree 
with, but they are being presented 
within the industry nonetheless. 

Hi-Tech Text Games 
(Near Future Tech) 

Of course, having heard the 
grave pronouncement that Text 
adventure games will never sell in 
today’s market", we were under- 
standably skeptical when Virgin 
Mastertronic told us that they 
were about to announce a new design 
that would revolutionize text adventure 
games. Still, we became rather more in- 
terested and still more curious when we 
were told that Anita Sinclair’s Magnetic 
Scrolls was developing the product 
Since Magnetic Scrolls had produced pre- 
vious products with high-quality pull- 


down art screens ( Guild of Thieves and 
Jinxter, for example), they just might 
have a new twist on the genre. 

What Anita showed us of Wonderland, 
a "text adventure" game based on the 


Rev. Charles Dodgson’s weird and 
wonderful stories, causes us to rethink 
the industry’s axiom. First of all, the 
game is neither strictly a text adventure 
nor can it be described as a graphic ad- 
venture. It is its own genre. Using a win- 
dowing system which Magnetic Scrolls 


has been developing for over two and a 
half years, the game uses multi-tasking to 
offer an incredible array of features. 

Take graphics, for example. The 
graphics are not only high-resolution 
EGA, VGA or Super VGA pictures, but 
many of them feature animation, as well. 
In addition, one does not have to pull- 


down a full-screen painting as would 
have been the case in Guild of Thieves, 
but can call up the graphic and size the 
frame anywhere on the screen, even as 
text is scrolling elsewhere on the screen. 

In fact, players will even have the option 
of zooming in on particular por- 
tions of the animated screens as 
the action is going on. 

Second, there are some major 
changes in the way text is hand- 
led. To be sure, one can even 
change the size and nature of the 
font in which the story is printed 
(as one could do in ICOM’s 
Macadventure series), but one can 
also size the text window and 
place it wherever desired. This 
makes it easy to call up the auto- 
mapping feature, compass fea- 
ture, or graphics windows. In addi- 
tion, one can use the windows like a 
Macintosh interface in order to cut and 
paste anywhere on the screen (or in an 
on-screen notebook). 

Third, the command interface is much 
more accessible than the traditional text 
adventure game. If one is unsure 
what to command the program to 
do, it is a simple matter to pull- 
down a window of possible verbs. 
When this is done, only the active 
(or possible) verbs are in bold print 
and inactive verbs are in a faint 
gray. One selects the verb and 
moves over and a sub-window ap- 
pears with all the possible objects 
within the scene or in one’s inven- 
tory which can be acted upon. If 
the desired verb isn’t present on 
the menu, there is even a capability 
for the players to select and save 
the verbs that they choose to use. 

The latter feature solves part of 
the problem with the "reverse par- 
ser" that the program is essentially 
using. In a reverse parser, the 
player is given all the possible command 
verbs and objects necessary to solve a 
puzzle. Since the solution is, then, visible 
on the screen, it is merely a matter of 
trial and error to discern the solution. 

Even though Wonderland uses what is 
basically a "reverse parser", this user- 

Contirmed on page 26 
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Volume I 


1989 Role-Playing Game of the Year. 

— Computer Gaming World 

1989 Best PC Fantasy Role-Playing 

Game — Game Player’s 

“Bottom line: Definitely recommended.” 

— Scorpia, Computer Gaming World 

“Such skill, thoroughness, and attention to 
detail. . .an entire new class of fantasy games.” 

— William R. Trotter, Game Player’s 

“Countless original touches and innovations...” 

— Shay Addams, Quest Busters 

“Role-playing fantasy at its most complex and 
entertaining ...” — Barry Brenesal, PC Magazine 

“A nifty game that offers plenty to do” 

— Karlynn Carrington, PC Computing 

“The Magic Candle is one of the best RPG’s 
to come along.” — Guy Wright, PC Games 

“Warning: Before playing The Magic Candle, 
cancel all your appointments for the next few 
weeks!” 

— Art Lewis Kimball, Run Commodore Magazine 

“The Magic Candle is an addictive game. . . 
weeks of exciting entertainment.” 

— Lesser, Dragon Magazine 

“A fresh challenge. . . „ 

breaks new grounds. . .” 4 

— Scott Mace, inCider Tjf 

To order see your local J pi fc. V t j 

retailer, or call (800) 525-4933. 

The Magic Candle Volume I 1 

is currently available for: ‘•ust 

Apple II (64K required), IBM 
and Compatibles (in CGA, jrjP\ ’ — 

EGA and Tandy 1000 16-color » ^ 

mode), Commodore 64/128. w 


APPLE 


COMMODORE 64 


mn^ftTHE lands of deruvia 
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Special Report 




Game Technology 

Continued from page 24 


City, Autodesk, Inc. and the National 
Aeronautics and Space Administration. 
Participants can walk through three- 
dimensional representations of buildings 
which do not yet exist (testing the er- 
gonomics and traffic flow); manipulate a 
three-dimensional model (based on an ac- 
tual medical scan) of a damaged or mal- 
functioning organ prior to operating on 
it; investigate sub-atomic particles from 
the inside out; walk through geological 
strata; and assemble and disassemble ex- 
pensive engines, parts, and technological 
products without risking valuable equip- 
ment and resources. Eventually, students 
will be able to virtually "become" a Tyran- 
nosaurus Rex and experience the earth 
from the perspective of a massive 
dinosaur. 


How does "virtual reality" work? The par- 
ticipant wears a pair of goggles which 
are, in turn, connected to a pair of 
Silicon Graphics IRIS ™ computers. A 
Polhemus 3Space Isotrak system rests 
atop the headpiece and tracks the direc- 
tion the participant turns his or her head 
(with the head’s position on an X, Y and 
Z axis and the orientation as Yaw, Pitch 
and Roll). In this way, the computers 
paint stereo images that emulate exactly 
what one would see if they were moving 
their head in the environment being simu- 
lated. On some systems like NASA’s, this 
is merely a wire-frame simulation (at 
present), but at VPL, one sees a multi- 
colored environment of fully contoured 
surfaces. 


Of course, seeing is not necessarily 
believing. One needs a way to interact 
with the simulated environment, a way to 
"touch" what isn’t there, but seems to be 
there. One approach, developed by 
Richard J. Feldmann of the National In- 
stitutes of Health, is a joystring. A "T” bar 
is suspended between nine taut wires 
(three at each end of the "T") which 
are, in turn, connected to shaft en- 
coders and servomotors. By moving 
the "T", the differential tensions on the 
nine wires is altered and movement 
plus force can be measured. Using 
this approach, one can use the joystr- 
ing as a remote manipulator device in 
order to react with the simulated ob- 
jects of virtual reality or actually con- 
trol robotic mechanisms at a distance. 


The most common interface with 
regard to "touch" is the dataglove. 
Datagloves are sophisticated versions 
(and ancestors) of their mass market 
cousins (The Power Glove for Ninten- 
do). Of course, the $8,800 price tag for a 
top-of-the-line dataglove is considerably 
out of the price range of the average con- 
sumer. Datagloves depend on fiber-optic 
cables which act as sensors to detect the 
Continued on page 78 


definable capability enables the designers 
to make 90% of the puzzle solutions readi- 
ly available (without having to type com- 
mands) but leaves 1 0% as a major chal- 
lenge for the player in which the solution 
must be typed in by the player. 


If one tires of using verb commands to 
explore a given area of the game, one 
can simply call up a compass window. 
When this is done, a compass appears 
with bold arrows demonstrating every pos- 
sible direction the player can go and faint 
gray arrows indicating the limitations for 
player movement. 


Another way of directing the action in- 
volves using a "point and click" method 
with the graphics. All active objects (i.e. 
those which can be manipulated) have ac- 
cessible icons. These icons can, in turn, 
be dragged between the graphics of the 
locations and the player’s inventory. This 
can be very important since the puzzles 
are basically object-oriented rather than 
people-oriented. 


Fourth, the auto-mapping is extremely 
impressive in that one can, not only, ex- 
amine the icon-based tree structure that 
represents the various locations in the 
game, but clicking on a location allows 
the player to call up any graphic already 
encountered in the course of a game. 

So, if a friend comes over and wants to 
see the Mad Hatter’s tea party, one simp- 
ly clicks on the right icon and calls up 
the animation. It is also a "layered" map 
in that the tree structure reflects the physi- 
cal levels in the game environment (i.e. 
the underground’s tree is separate from 
the surface, etc.). 


The windowing system used to revital- 
ize the "text adventure" genre is 
programmed on a VAX development 
system. Hence, the system is machine 
independent, making conversions 
easier for this game than most. In addi- 
tion, Sinclair hints that the windowing 
system is useful for more than "text ad- 
ventures" and suggests that we watch 
for other types of products from Mag- 
netic Scrolls using the system. 
Meanwhile, the company is firmly com- 
mitted to the future of text games, un- 
derscored by the fact that they have in- 
vested so much in Wonderland, a 
game four times longer than The 
Pawn. 


As Sinclair says, "Text adventures didn’t 
die. They just became boring." She 
hopes that the new windowing technol- 
ogy will breathe new life into a genre she 
loves. 


Virtual Reality (Far Future) 

Those who are long-term science fiction 
readers may remember Ray Bradbury’s 
"The Veldt", a short-story in which the 
children’s playroom could be modified 
into any environment they wanted. Those 
who cannot remember that far back 
should be able to relate to the "holodeck" 
in StarTrek: The Next Generation. These 
are fictional settings where computers al- 
legedly changed the perspective of the 
viewer/player to the point where they be- 


came submerged into an artificial reality 
which seemed real. 

This is already happening, in a limited 
way, at the high tech research 
laboratories at the University of North 
Carolina, VPL Research, Inc. in Redwood 
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You’ll have to be 
smooth as ice. 


Strategy gaming takes a chilling new turn. 

Your brave community has been driven to the brink 
of extinction by a Second Ice Age. 

Now a new peril arises. An overwhelming enemy 
force approaches your heat mines, your only source of 
warmth and power. 

A collection of thirty-two mismatched citizens 
suddenly becomes the only army to oppose the invaders. 

Innocent civilian equipment — skis, hang-gliders, 
snowmobiles and cable cars — suddenly become 
indispensable implements of war. 

Your manpower and hardware alone will never stop 
the enemy. Your community’s only hope is superior 
strategy and leadership. 

The strategy and leadership are up to you. 

Midwinter — gigantic, innovative, unforgettable! 


• straightforward icon controls 
• 32 characters with fully-developed personalities 
• detailed maps of the 160,000 sq. mi. playing zone 
• fractal, light-sourced 3-D terrain 
• one of the Masters of Strategy Series 


For Amiga and Atari ST; coming soon for 
IBM-PC/Tandy/compatibles 




Marketed by MicroProse Software, Inc. 

Can t find Midwinter? Cali (301 ) 771 -1 151 weekdays 9 am to 5 pm Eastern Time and order by MC/Visa/AmEx; or mail check or money order for $39.95 for Amiga 
or Atari ST (IBM coming soon), plus $3.50 for shipping and handling. $5.00 for international order. U.S. funds only, MD residents add 5% sales tax. ©1990 
MicroProse Software, Inc. Mail orders to: MicroProse Software, 180 Lakefront Drive, Hunt Valley, MD 21030. 


Foreign Correspondence 


Over There 

Lost In Space or Vietnam: 
The Latest Games From Europe 

by Paul Rigby 





Epic 



Lost Patrol 



T he designers at Digital Image 
Design are a promising lot. Their 
first product, F29 Retaliator is a 
ground breaking program which pushes 
polygons around the screen faster than 
any other flight simulation on the market 
today. Digital Image Design’s back- 
ground is enveloped within Falcon and 
Right of the Intruder. It comes as a 
surprise, therefore, that their second 
product takes to the far reaches of space 
with a game, initially known as Goldrun- 
ner 3D, but more likely to appear as 
Epic. An apt title for a game which takes 
the mission-based flight simulation and 
weaves a space opera of galactic propor- 
tions around it. 

Cue storyline: Your people live in a 
quiet corner of the Galaxy. A peaceful 
race, everything looks rosy until a global 
evacuation is required to escape the 
potential disaster of the local sun going 
supernova. To find a new world to 
colonize, however, means crossing an an- 
cient neutral zone. The neighboring Rex- 
xons would surely look upon any infringe- 
ment of the zone as an act of war. There 
is no other option, so the chase is onl 


You control an Epic-class spacecraft 
which acts as escort to the rest of the 
fleet. Central to the fleet is the gigantic 
Redstorm mothership, which houses your 
craft and provides strike capability of its 
own. Missions include hitting the Rexxon 
HQ on the planet's surface, disrupting 
radar installations, weaving your way 
through a complex minefield, defending 
the fleet supply ships from Rexxon attack 
and sabotaging a mining complex. Much 
of the technology that was used to 
produce F29 Retaliator has been used to 
produce Epic. 

Available about now on the Amiga and 
ST, Epic (distributed via Ocean) uses 
fast, detailed solid 3-D graphics and at- 
mospheric music courtesy of Holst’s The 
Planets. All sound effects are digitized, 
with 64 colors present on the Amiga and 
32 on the ST. 

CCS, known for wargames such as An- 
nals of Rome, is about to release 
Frontline. To be available on the PC, 
Amiga and ST, Frontline includes four 
battle scenarios in addition to two train- 
ing scenarios. From 1 944, Cassino 
depicts the Mew Zealand forces trying to 
crack the Gustav Line; Guadalcanal 
(1942) replays the Japanese attempt to 
dislodge the CIS Marines in the Battle of 
Bloody Ridge; Stalingrad (1943) depicts 
the last stand of the XI Corps; and the 
glider-borne assault on D-Day completes 
the package. The game is hex-based with 
very presentable graphics and an icon 
control system. 

Looking very much like a Cinemaware 
production, Ocean’s Lost Patrol takes 
you back to Vietnam in 1 966. You play 
Sergeant Weaver who must lead the 
remainder of his platoon back to safety 
after being hit by the Vietnamese. There 
are just six survivors, with two days food 
rations, who must trek the 58 miles back 
to camp. With ammo as precious as gold 
dust, you will have to enter villages to 
receive information on enemy troop 
movements. That is, if the villages them- 
selves are not the enemy’s! Other factors 
such as food rationing will have to be 
considered. Consume too much food 
and you’ll run out before you reach 
safety. Consume too little and your men 
will be too weak to defend themselves if 
they are attacked. 

In the traditions of the Cinemaware- 
esque genre, the strategy is mixed with ar- 
cade sequences. You’ll have to crawl 
across minefields, take out machine gun 
nests, hold fist fights with VC scouts and, 
finally, take out snipers. However, even 
with these arcade sequences, the crux of 
Lost Patrol is still strategy. Available now 
on Amiga, with other conversion likely to 
follow, Lost Patrol retails at £24.99. 
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Using an enhanced version of their in- 
house system "Freescape", Incentive 
have announced the release of Castle 
Master. Freescape is a system which uses 
solid 3-D graphics, already seen in games 
such as Driller, Eclipse and Dark Side. 
The latter games have all been designed 
as thinking adventures with logical 
problems using object manipulation and 
various logic puzzles (the difference being 
that you actually move amongst the 3-D 
world, rather than conjuring up a picture 
via a text description or from a 2-D 
graphic). Castle Master is set in 16th Cen- 
tury England in which the player has to 
rescue a princess (or prince, depending 
on your persuasion) from one of four 
castle towers. This is not as easy as you 
might think, with each tower being made 


up of several rooms and floors. Never 
mind the evil spirits which haunt the 
place. Actually, as a subquest, you must 
flush out these monsters to make the 
area habitable again (who ya gonna’ 
call?). Castle Master could be available as 
you read this on the Amiga, ST and PC 
for £4.99. 

Right, another month ends and I’m off 
for my cocoa. Then again, I wonder if 
Scorpia’s Tavern has closed yet? Hmm. 
Just in time for a quick tankard of Fred’s 
best brew. See you next month! 

NOTE: The above games, and any of 
the other games mentioned in "Over 
There" in the past issues, can be ob- 
tained from: 


Computer Adventure World 
318 Kensington 
Liverpool, England, L7 OEY. 

Tel: 01144-51-263-6306 

SDC 

60 Boston Road 
London, England, W7 3TR 
Tel: 01144-1-567-7621 

Premier Mail Order, Trybridge Ltd. 

8 Buckwins Square 
Burnt Mills 

Basildon, Essex, England, SSI 3 1BJ 
Tel: 01144-268-590-766 

All of the above telephone numbers as- 
sume you can dial direct. If you have 
any trouble, contact the international 
operator. 

CQVV 



PARAGON SOFTWARE 

Marketed by MicroProse Software, Inc. 

Can’t find MegaTraveller 1 : The Zhodani Conspiracy? Call (301) 771-1151 weekdays 9 am to 5 pm 
Eastern Time and order by MC/Visa; or mail check or money order for $59.95 for IBM-PC/Tandy/ 
compatibles version (specify disk size), plus $3.50 for shipping and handling. $5.00 for international 
order. U.S. funds only. MD residents add 5% sales tax. ©1990 Paragon Software and Game 
Designers' Workshop. All Rights Reserved. MegaTraveller is a registered trademark of Game 
Designers' Workshop. Send orders to: MicroProse Software, 180 Lakefront Drive, Hunt Valley, MD 
21030. 


Our ship burst through the Spinward Marches like a 
flash of light. My heart’s pounding fast. Five trained 
soldiers running on nervous energy. Someone’s 
racing up behind us. I can’t tell who or where they 
are. If I can just get us through the Yres system, 
we may get to the starport in time. 

After that last battle, 1 know nothing could have 
prepared us for this. 

Look for the MegaTraveller Giveaway in 
each box! 
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Review 


THE BROWN WATER WAR 

Accolade’s "Gunboat: River Combat Simulator" 


keep telling myself that it’s just 
another night on this dirty river, but 
this time it’s different. We're going 
deeper into the Delta than we've ever 
gone before. Past My-Thoa to a point 
where the brass thinks the NVA is using 
sampans to resupply their troops. 

We've named our PBR (Patrol Boat, 
River) the ” Sitting Duck”, because that's 
how we feel out there. The enemy could 
be around any tree or bend in the river, 
beading down on us with a loaded RPG 
containing a round with our name on it. 

The skipper keeps telling us, ’Control 
the Delta and you control the war.” 
Funny, when the tracers light past your 
ears, you just don’t hear the skipper 
anymore. . . 

This could as easily be a scene from 
Apocalypse Now as from Accolade’s 
Gunboat: River Combat Simulator. Both 
the film and the simulation effectively cap- 
ture some of the frustration experienced 
by the veterans of guerrilla actions. Gun- 
boat is a refreshing addition to the world 
of combat simulations that offers an "up 
close and personal" view of river patrol 
boat combat actions. In Gunboat, one 
sees the enemy in a very real way. Cut 
one down with machine gun fire, and 
they bend over and drop like real people. 
In fact, mortar rounds actually blow up 
everything from trees to buildings to 
water buffalo. The game play itself is 
more intense than many simulations be- 
cause the player has no laser guided mis- 
siles or radar homing lock-ons. It’s simply 
the good guys versus the bad guys bullet- 
to-bullet and shell-to-shell. 

The game is built around piloting and 
using the weapons of a PBR. The boat it- 
self was designed for speed and agility in 
the narrow waterways of Vietnam and 
does not use propellers, instead 
maneuvering through the use of water 
jets (it can, therefore, operate in water as 
shallow as four feet deep). It is lightly ar- 
mored with an aluminum hull and is 
usually armed with twin .50 caliber guns, 
plus the grenade launcher (which ter- 
rorized the NVA). In fact, the designer of 
the game, Tom Loughry, explains that 
the water skiing scene in Af>ocalypse 
Now was true to life. It was not impos- 
sible for a PBR crew to throw out the 
ropes and ski behind this light and power- 
ful boat. 

Gunboat starts out with some stunning 


By Brad Bombardiere 

scenes in VGA graphics, with real shots 
of PBRs operating in VietNam and 
Wagner’s "Die Valkyrie" playing in the 
background. There are three locations to 
operate in; Vietnam, Colombia and 
Panama (the canal zone). Like its 
predecessor, Steel Thunder (also 
designed by Loughry), the scenarios are 
completed in a linear fashion with increas- 
ing difficulty factors and the player may 
only proceed to the next area after fulfill- 



TITLE: 

Gunboat: River Combat Simulator 

SYSTEM: 

IBM 

PRICE: 

$49.95 

DESIGNER: 

Tom Loughry 

PUBLISHER: 

Accolade, Inc. 


ing certain objectives in the present one. 
Since players have the option of choos- 
ing between active duty or practice mis- 
sions (where the key strokes can be 
learned), those who are of the "read the 
documentation on a ‘need to know basis’ 
only" school should try the practice 
scenarios to get accustomed to the game 
before reporting for combat duty. 

Once the player reports for combat 
duty, the role-playing shell for the game 
is handled almost exactly like Steel 
Thunder's. At this point, the player's ser- 
vice record is displayed, recorded and 
kept. Then, the commanding officer of- 
fers a briefing on the situation and the 
player receives his orders and proceeds 
to outfit the PBR with specific types of en- 
gines and weaponry. Each offers ad- 


vantages and disadvantages, so the 
player must chose carefully. 

The bow gunner can choose between 
dual .50 caliber machine guns (slower 
rate of fire, but with armor-piercing 
rounds) or the .30 caliber Mini-gun (ex- 
tremely high rate of fire, but ineffective 
against armored targets). The mid-ship 
area is the only place where one’s devas- 
tating Ml 29 grenade launcher can be lo- 
cated. The stern offers a difficult choice 
between a single .50 caliber machine 
gun (which the computer will man when 
you are not present at that station) or the 
potent 60mm mortar (which must always 
be fired by the player, personally). 

The first thing one must do is to ac- 
tivate all of the various ship’s stations. 
Searchlights are optional on night mis- 
sions. The computer gunners will not ac- 
tually open fire until they see the enemy. 

If one should happen to hit a "friendly", 
pack it in. . . Instant demotion, loss of 
medals, the disgrace brought upon the 
family name, etc. all await the over- 
zealous PBR commander. 

One thing which amazed this reviewer 
was the graphic look of the spotlights 
dancing on the horizon as my crew sear- 
ched out enemy targets. The use of 3-D 
graphics are excellent, with the look 
giving one an almost gut wrenching feel 
of what patrols might have been like. Ad- 
ditionally, the chase boat view gives you 
a perspective from behind the PBR, com- 
plete with full boat wake (as one steers 
the boat around, the wake following it is 
quite noticeable). 

Gunboat also impressed this reviewer 
with its random pitching and natural 
movement, giving the player a true feel- 
ing of being in a small power boat on 
flowing water. One quickly learns that a 
high speed encounter with the rocks in 
the river will sink your PBR faster than a 
whole battalion of NVA’s armed with rock- 
et propelled grenades. 

By the way, going to the gunner’s sta- 
tion while the boat is traveling at high 
speed may prove to be fatal. The com- 
puter pilot should probably have his 
license revoked. Unfortunately, however, 
there are times when the pilot must be 
relied upon. In those cases, it is probably 
best to throttle down to half speed and 
stay on a steady course for over a minute 
before relinquishing the wheel. With this 

Continued on page 32 
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The latest from Dan Bunten, 
designer of the award-winning 

M.U.L.E. and Seven Cities of Gold, 



Do You Thrive On Pressure? 


□ YES Then you’ll love Command HQ, the new strategic challenge from award- 

winning game designer Dan Bunten. Lead a global superpower during World 
War I, II, III or even IV. Command fighter squadrons, armored tank divi- 
sions and infantry, and billion-dollar nuclear subs and warships. Keep a 
constant check on your economic strength, military spending and natural 
resources. And, in modern times, keep your finger poised on the biggest 
button of them all. But be warned: Command HQ doesn’t regard nuclear 
weapons casually, and neither should you. 

□ NO Then Command HQ just might help you enjoy pressure a little more. The 

game features a streamlined graphic interface designed to convey a world of 
information quickly and precisely. And colorful animations let you see all 
the action: watch armored tank divisions occupy a city; see fighter planes 
strafe enemy artillery. Play against the computer or via modem with a 
friend. Command HQ lets you send messages to your opponent during 
play, so you can make treaties, propose bargains, or just exchange a few 
choice words. 



Can’t find Command HQ? Call (301) 771-1151 weekdays 9 am to 5 pm Eastern Time and order by MC/Visa; or mail 
check or money order for $59.95 for IBM-PC/Tandy/compatibles version (specify disk size), plus $3.50 for shipping and 
handling. $5.00 for international order. U.S. funds only. MD residents add 5% sales tax. ©1990 MicroProse Software, 
Inc. Command HQ is a registered trademark of MicroProse Software, Inc. All Rights Reserved. 

Marketed by MicroProse Software, Inc. 

180 Lakefront Drive • Hunt Valley, MD 21030 
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GUNBOAT 


Continued from page 30 


accomplished, the computer pilot might 
be able to take it from there. 

This is not an exaggeration. Once, after 
maneuvering a PBR past an enemy ar- 
mored column and on toward safety, the 
reviewer left the wheel to man a gun and 
return fire. In a matter of moments, the 
computer pilot had turned us around and 
parked the boat right next to the AFVs. 
The mission did not reach a successful 
conclusion, to say the least. 

The long, tedious patrols, as one winds 
around the narrow waterways in the direc- 
tion of the objectives, are broken up by 
fits of incredibly intense combat (By the 
way, "tourists" will be glad to know that 
along the way there is plenty of local 
color; flora, fauna, monuments, etc.). 
Using radar helps player’s "see around 
corners". Then, once the enemy is 
spotted and the PBR starts to pour fire at 
them, trees and buildings near them 
catch fire, adding an ominous glow to 



the game. 

It must be un- 
derstood that hit- 
ting the enemy, 
as the PBR rocks 
in the waves, is 
somewhat more 
difficult than it 
will initially seem. 

Aiming the mor- 
tar is especially 
agonizing. At 
least, one is able 
to "walk" the 
shots in when using the machine guns 
or grenade launcher, but not with the 
mortar. Of course, one must also learn 
when discretion is the better part of valor 
and run at full speed, putting distance be- 
tween the player’s PBR and the enemy. 

This reviewer has experimented with 
Gunboat on various IBM compatibles. 

The XT s are a little slow, but by dialing 
out some of the detail and using the time 
compression feature, the game is func- 
tional. Gunboat is at its best, however, on 
an 8-12Mhz AT machine or a 386 proces- 
sor. Also, while Accolade recommends 
using a joystick, this reviewer does not. 
The fine adjustments to be made in steer- 


ing and aiming the 
mortar are not con- 
ducive to a joystick. 
The keyboard is much 
more accurate. 

Gunboat is a simula- 
tion unlike any other 
experienced by this 
reviewer. It offers a 
blood and guts 
perspective of the war 
hitherto neglected in 
military simulations. 
Since PBRs operated 
primarily on solo missions, which is why 
this situation converts so nicely to the 
computer gaming environment. The 
simulation aspects are not overly techni- 
cal, but the combat is very intense. One 
complaint is that the enemy emplace- 
ments never change (by mapping their 
locations, you will find them there every 
time). Also, it might be nice to select 
one’s own crew (like in Steel Thunder). 
Yet, these are but quibbles. For those 
who have tired of their flight or tank 
simulators, make a splash with Gunboat, 
a high speed combat "rollercoaster" ride 
offering both authenticity and good old 
shoot-'em- up fun. 


THE NEXT EMPIRE /J=t\ 

...the only game that sends you /—l \ — ( \ 
fabulously detailed maps like ( \ 

this one, showing your fleet's — \ / 

sensor views every turn ...along \) \ / v 
with clear, complete stats on \ / \ 7 

each starship you design, build, / \ / \ 

and maneuver individually using f\—l ) ( 

up to 21 different onboard /—/ \ — / \ 

systems .'..plus status / — ^ — -i — l \ — ( \ — 7 
reports on star- / ) — ( / — ( A 

bases, probes and / / \\) \ / \ 
asteroids you \ f \ ) \ / 

control 1 \ / W^W W Y 

The Next Empire \) — \ / y/ — y8y — C 

is a completely \ / \ / \ /TX / 

computer-moderated / \ / \ /TyV^X 

game, over 6 years /\—f \ ( 

in the making. /—/ \ — / y 

Each universe is ( /~\ ) — ( ) — r — 7 — \ 

a un/gue, complex / \ 

gaming environ- *' v / — \ / — \ 

ment populated with 21 alien \X/ \ / 
players itching to blow the hulls / \ 

off anyone who gets in their way! \ \\ / 

• $20.00 for set-up, manual, universe 

map and first two turns y 

• $7.50 per turn; no hidden fees or double turns' 

• $5.00 for manual only (credited against set-up 
fee if you play) 

• fast game (two weeks per turn) or slow game 
(three weeks per turn) 

• clear, concise rules; our complexity comes 
from your gaming freedom 

• MasterCard or VISA also accepted 




PLAY BY MAIL 
\ PRINTOUTS 
/ LIKE THIS 
EVERY 

TURN ! r& 


m 





Recently voted # 1 PBM 
game in a nationwide 

> player magazine 

survey ! 


Cyborg Gaines, Inc. 

Department E2 
P.O.Box 71 01 9 
Milwaukee, Wl 53211 
(414)332-1966 
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With a Name Like That, 
Don’t Expect Mr. Nice Guy 


They call me The Punisher, and that should tell you all 
you need to know. Members of organized crime killed 
my family and got away with it. I’m settling the score. 

I work in Manhattan, where a clandestine group pays 
me to fight crime my way. I’m a professional vigilante, 
and many people consider me a hero. 

But I’ve got enemies. One of them is seven feet tall 
and weighs 450 pounds. His name is Kingpin, and he 
controls organized crime in Manhattan. I’ve terminated 
his best assassins time and time again — but the fat man 
has always eluded me. 

Until now. I’ve just been offered a chance to nail 
Kingpin himself. 

Who says there’s no more Justice in the world? 


Based on the popular Marvel Comics series, 

The Punisher features over 50 mission options, each 
with unique characters and challenges, and three 
exciting battle perspectives — combining non-stop 
action with constant strategic decisions. 


Supports the Ad Lib Music Card and Real Sound! 





PARAGON SOFTWARES# 


Marketed by MicroProse Software, Inc. 


Can't find The Punisher? Call (301) 771-1151 weekdays 9 am to 5 pm Eastern Time and order by MC/Visa; or mail check or money order for $39.95 for IBM-PC/Tandy/compatibles version (specify disk size), plus $3.50 for 
shipping and handling. $5.00 for international order. U.S. funds only. MD residents add 5% sales tax. ©1990 Marvel Entertainment Group, Inc. All Rights Reserved. The Punisher and other Man/el characters and the 
distinctive likenesses thereof are trademarks of the Marvel Entertainment Group, Inc. and are used with permission. The Punisher is produced under license from the Marvel Entertainment Group, Inc. 

Send orders to: MicroProse Software, Inc. • 180 Lakefront Drive • Hunt Valley, MD 21030. 
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STRATEGIC SIMULATIONS, INC,® 


DragonStrire 


Advanced 

DungeonsjJtJ>ragons 


The FIRST-EVER dragon 
combat simulator! 


TSR, Inc 


Available for: 

IBM 


Coming this summer: 
L 064/ 1 28 

;:v AMIGA 


To order: 
visit your 
retailer or call: 
1-800-245-4525 
to charge on 
VISA or MasterCard. 


A/. 


F eel the raw power of the mighty dragon 
surging beneath you as the wind beats 
against your face. Your hand trembles, not 
from the heft of your dragonlance, but from 
anticipation of the battle that is to come. The 
air screams with the fury of enemy dragons 
and creatures — even flying citadels! 

This is DraqonStrike, where the deadly 
skies above the AD&D ' DRAGONLANCE® 
game world of Krynn explode before your 


very eyes. The realistic first-person viewpoint 
propels you into a detailed, fully animated, 
3-dimensional world of incredible action 
and excitement! 

Learn to fly dragons and master over 20 
different missions. Receive magic items 
along the way —you're going to need them! 
Dragon fangs, talons and deadly breath 
weapons are just a few of the dangers you'll 
face in the fierce heat of dragon combat! 

To the skies brave knight — and victory! 


To receive SSI's complete product 
catalog, send $ 1.00 to: 

SSI, 675 Almanor Avenue, 
Sunnyvale, CA 94086. 


ADVANCED DUNGEONS S DRAGONS. AD8D, 
DRAGONLANCE, and the TSR I090 are 
trademarks owned by and used under 
license from TSR, Inc. 




Game Hints 


Scorpion’s Mail 



by Scorpia 




It’s time again to rummage 
amongst the mail sacks (No not 
those in the corner! Fred is 
snoozing behind them and he 
gets very peeved when dis- 
turbed!) and see what the GS 
Postal Service has managed to 
deliver (They’re getting a little bet- 
ter these days). 

For those who have been 
wondering, I generally base the 
hints in this column on questions 
I receive from readers. Aside 
from answering them individually 
by mail, I choose the most-often 
asked questions for inclusion 
here. That’s because if Five 
people write to me about the 
same problem in the same 
game, it’s likely there are others 
out there in the same difficulty. 

By the way, after my remarks in 
the last mail column, I have 
noted a definite improvement in 
letters accompanied by SASE’s. 
For the First time in a long time, 
no letter arrived without that 
needed item. I hope this trend 
continues, because I really don’t 
enjoy ignoring people’s requests. 
And now, on to the mail! 

Wasteland: In the December 
’89 Mail, 1 mentioned that Faran 
Brygo becomes a bit reclusive 
after you visit him. Some people 
unfortunately thought this meant 
there might be a way to see him 
again. That is not the case. What 


I was saying (or trying to) is that 
there is no way to get to him after 
that First visit where you learn about 
Max. My apologies to anyone who 
went off on a wild goose chase in 
this matter. 

Dragon Wars: Dwarves! You have 
to help out those poor Dwarves. Of 
course, you need to find them First. 
Wander around the vicinity of 
Byzanople and you might find some- 
thing of interest. Gntil you’ve done 
that, Roba’s skull won’t be of much 
use to you (and if you don’t have the 
skull yet, you should still visit the 
Dwarves and fix ’em up for later . . . 
and remember, stealing isn’t nice). 
Finally, for those in need of transpor- 
tation, there is no way around it, you 
have to take on the pirates (good 
luck!). 

Might & Magic II: Winning the 
Triple crown has caused some folks 
a lot of problems. That’s because the 
way to do it is not obvious in the 
least. Try Fighting in all three arenas 
on the black ticket (Naturally, you 
have to Fight and win!). Then, go see 
the Queen. She might like you more 
now. 

Leisure Suit Larry 3: Seems like 
Patti is having a hard time getting 
across the chasm. This is not as dif- 
ficult as it looks. The means of 
making it over are right there. You 
just need to do something with them 
First .... Think basket. Larry has 
troubles of his own, too. Apparently 
he has a knife that wouldn’t cut soft 


June 1990 


Page 35 



butter and wonders where he can get 
it sharpened. Well, maybe if he steps 
in the right direction, he’ll find what 
he needs. 

Battletech: It appears there is a 
slight difference between the IBM 
and C64 versions of this game in 
regard to the cache. From letters I’ve 
received, the cache is not quite in 
the same place in both versions. In 
the IBM version, it’s on an island, 
while in the C64, it’s on land. My 
thanks to the readers who pointed 
this out to me and apologies (again) 
to anyone 1 sent off to the wrong 
place. 

Neuromancer: You can improve 
your skills the easy way by visiting the 
Turing Registry in Zone 3. It certainly 
beats doing it the hard way (grin). 

For those who may be having a hard 
time visiting the Panther Moderns, a 


little hacking into the police files will 
be of great help. 

Magic Candle: Some folks are 
having difficulty acquiring dream 
dust. That’s because only one person 
has it and she’s not around (bet you 
noticed that, eh?). Take a trek 
through Bedandigar and see what 
you can turn up. 

Bard’s Tale I: Yep, this oldie is still 
around and still giving a few people 
fits. In particular, that nasty "lost 
stairs" puzzle. Life would be easier if 
it showed up right there after you 
answer the riddle, but life ain’t always 
easy (especially not in this game). 
You’ll have to go looking for the 
stairs; fortunately, they’re not too far 
away. Sorcerer Sight is helpful in 
determining the location. Try moving 
to the northwest of the room with the 
magic mouth. 

Wizardry V: If you’re looking for 


the Ice Ferry on level 6, you may al- 
ready have seen it. It just doesn’t hap- 
pen to look like any Ferry you’ve ever 
seen before, that’s all. Magic stuff is 
strange that way, sometimes. Also, if 
you’re wondering where Evil Eyes 
may be hanging out, you might try 
going into the room on 6 that 
negates magic. He usually shows up 
soon after. 

That’s it for this look into the bag. 
Remember if you need help with an 
adventure game, you can reach me 
in the following ways: On Delphi, 
stop by the GameSIG (under the 
Groups and Clubs menu). On GEnie, 
visit the Games RoundTable (type: 
Scorpia to visit the Games RT). By 
CIS Mail (remember that SASE if you 
live in the CIS!): Scorpia, PO Box 338, 
Grade Station, New York NY 10028. 

Until next time, happy adventuring! 

Copyright 1990 by Scorpia, all rights reserved. CGW 
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1 Software 


IBM Entertainment Specialists 


Wide selection and big discounts. 
We carry new titles and old favorites 
for IBM PC and Compatibles. 


A-10Tank Killer 

$35.00 

Tank 

$35.00 

Harpoon 

42.00 

Sorcerian 

39.00 

LHX Attack Chopper 

42.00 

Micro League Baseball 2 

35.00 

Their Finest Hour 

42.00 

89 Team Disk 

14.00 

Flight Sim. ATP 

35.00 

TARGHAN 

28.00 

Star T rek V 

35.00 

Crime Wave 

35.00 

Strike Aces 

35.00 

Loom 

42.00 

Star Flight 2 

35.00 

Gunboat 

35.00 

Earthrise 

35.00 

Silent Service 2 

42.00 

Maxx Rudder Pedals 

54.00 

Escape From Hell 

35.00 

Maxx Control Yoke 

74.00 

Ad Lib Sound Board 

135.00 


• 2 DAY AIR FREIGHT ONLY $3.00! • • 

And many more, please call. 

1 - 800 - 533-6772 


We ship immediately depending on availability. We accept MC/Visa, 
money orders, certified checks, personal and company checks with 
street address and telephone number printed on check, others 2 weeks 
to clear. We will ship COD through UPS at no extra charge. Please add 
$3.00 shipping and handling. Prices subject to change. Compatibility not 
guaranteed but software is guaranteed. ’ Lower 48 states only. * 


Local and other calls 1-603-898-9711 

KD Software, 280 Main St., Salem, NH 03079-0052 
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Paper mayhem 

‘The Informative Play-By-Mail Magazine’ 

Having a hard time getting enough players together for your favorite role I 

I playing or boardgame? Eliminate this problem by joining the world of play 
by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the I 
world of play-by-mail (PBM) gaming. Virtually every I 
facet of PBM gaming is covered by PAPER MAYHEM, f 
Fantasy, science fiction, historical and sports. Each! 
bimonthly issue brings you the latest on PBM games. I 
PAPER MAYHEM has been publishing news about | 
PBM games and companies since 1983. We have im- 
proved and expanded to keep up with this ever| 
popular activity of PBM gaming. 

So why delay and miss out on all the fun? Read I 
PAPER MAYHEM and take advantage of PBM| 
gaming. 

SEND SUBSCRIPTIONS TO: PAPER MAYHEM 
(Dept CG) 

1518 Adams St., 

Ottawa, 1L 61350-4770 

U.S. SUBSCRIPTIONS: 1 year $20.25 2 years $35.10 Sample $4.50 1 

FOREIGN SUBSCRIPTIONS: 1 year to Canada $26.25; 1 year to Europe $41.10; 1 year to Australia $47.40 | 
All subscriptions to PAPER MAYHEM are to be paid in US funds and drawn from US banks. Foreign subscrip | 
tions are asked to use International Money Orders in US funds. 
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Special Summer Back Issue Sale 

Right now you can Save Money on CG W Back Issues 
Individual Back Issues = $3.50 each; Order 3-5 back issues = $3.00 each; Order 6 + back issues = $2.50 each 
Use blank lines on the Order Form in the centerspread of this issue to order back issues. 

Specify Issue #s. There is no tax nor shipping charges on back issues. 


#45 - SCIENCE FICTION: Space Quest Tips; Space Arcade 
Games; Computer Games in 1 988; The Future of Computer 
Games (Isaac Asimov, Harry Harrison, Douglas Adams, Jerry 
Pournelle, and Others); Halls of Montezuma: Wasteland Sneak 
Preview; Breach; SSI Company Report; and more! 

#46 - SPORTS SURVEY: Spring Sports Survey; Dungeon Master; 
World Games; Police Quest; Fog of War Roundtable Discussion; 
Ferrari Formula One; Sherlock; Skate or Die!; Strike Fleet; Demon 
Stalkers and Gauntlet; Sons of Liberty; Deathlord; Knight Ore; and 
more! 

#47 - MIST, MAGIC & MYSTERY: Ultima V; Wasteland; CRP 
Editorial by Scorpia; Trust & Betrayal; Panzer Strike; The Future of 
CRP Games; Game Design Insights; Echelon; The Train; CRP 
Game Hints; Maniac Mansion; Soko-Ban; Tetris; Ports of Call; and 
more! 

#48 - COMBAT! - The Hunt For Red October; Bard's Tale III; 
Wasteland Hints; Long Lance; Return to Atlantis; Project Stealth 
Fighter; Universal Military Simulator Modifications; Wooden Ships 
& Iron Men; Twilight's Ransom; Gaming On CompuServe and 
GEnie; Video Gaming World (New Department); Mech Brigade 
Scenario; and more! 

#49 - GAME DESIGN ISSUE: Tom Clancy Talks to CGW about 
Red Storm Rising; Lord British Talks About The Ultima Series; 

Advanced Dungeons & Dragons; Jinxter Tips; Space Quest II; In- 
focomics; Computer Gaming Books; Rampage; Decisive Battles of 
the ACW; Dark Castle Hints; Romance of the Three Kingdoms; 

Fire Brigade ; and more! 

#50 - 50th ISSUE CELEBRATION: The History of CGW; 

Questron II; Jet and F/A-18 Interceptor; The History of Computer 
Game Design; Obliterator; Stellar Crusade; Strike Fleet Tactics; 
Three Stooges; Seven Spirits of Ra; Tobruk Clash of Armour; Star 
Saga I, and more! 

#51 - POLITICS '88: Politics of War; Campaign '88: Wings of 
Fury; The President is Missing; Global Commander; PT-109; 
Neuromancer; William Gibson Interview; Rommel; Dr. Dumont's 
Wild P.A.R.T.I.; and more! 

#52 - SPORTS SPECIAL: Zak McCracken; Pete Rose Pennant 
Fever; Pete Rose Interview; Michael Jordan Interview; Larry 
Bird & Michael Jordan Go One-On-One; Red Storm Rising; Star 
Trek: First Contact; Fool's Errand; 

#53 - CHRISTMAS BUYING GUIDE: Buyer's Guide; Paladin; 
Wizard Wars; First Expedition; Red Storm Rising Tactics; Bat- 
tlehawks 1942; Demon's Winter; Fantastic Voyages II; and more! 
#54 - ENTERTAINING THE TROOPS: Steel Thunder; Stealth Mis- 
sion; King's Quest IV; Interview with Roberta Williams; Manhunter 
New York; Starglider II; Typoon of Steel; Sentinel Worlds I; Future 
Magic; Decisive Battles ACW II; Dragonlance; Empire Designer 
Play Tips; and more! 

#55 - DANGEROUS FUTURES: Zork Zero; Alien Mind; Ocean 
Ranger; Battletech; Reach For The Stars (3rd Ed.); Leisure Suit 
Larry II; Visions of Aftermath; Times of Lore; Genghis Khan; F-19 
Stealth Fighter; Top Ad Contest; and more! 

#56 - CAME DESIGN ISSUE: Winter CES Report; The Colony; 
Game Developer's Conference; Corruption; Battlechess; TV 
Sports Football; Modem Wars; Wizardry V; Police Quest 2; F-19 
Designer's Notes; Mars Saga; Adventure Game Construction Kit 
Survey; and more! 

#57 - CROSSBOWS, CUIRASSIERS & CRUISERS: Decisive Battles 
of the American Civil War Vol. Ill; In Harm's Way; Twilight Zone 
Hints; Battles of Napoleon; Tower Toppler; Road Raider; Heavy 
Metal; Might & Magic II; Sorcerer Lord; The Legend of Blacksilver; 
Strike Fleet Strategy Notes; Neuromancer; Caveman Ugh-lympics; 
Grand Prix Circuit; and more! 

#58 - SPORTS ISSUE: Desert Rats; Jetfighter; F-14 Tomcat; Annals 
of Rome; Scorpion's Mail; Techno-Cop; The Magic Candle; Sports 


Survey; Captain Blood; Wayne Gretzky Hockey; Gold Rush; 
Scavenger Hunt Results; ana more! 

#59 - NEW CHALLENGES IN ADVENTURE GAMES: War In Mid- 
dle Earth; Sim City; First Over Germany; Top Ad Winners; 

Double Dragon, Renagade, and Bad Dudes; Sword of Sodan; 
Prophecy; Guardians of Infinity Hints; 688 Attack Sub; Deja Vu II; 
Under Tne Ice; Scavengers of the Mutant World; Ancient Battles; 
and more! 

#60 - FROM COMICS TO COMBAT (Came Design Issue): 
Abrams Battle Tank; Battle of Eylau Scenario; Batman: The Caped 
Crusader; Hidden Agenda; Falcon; the Game Developers' Con- 
ference; and more! 

#61 - CINEMA AND COMPUTERS: C.E.S. Report on Trends in 
Computer Games; Tracon; Gamer's Guide to Joysticks; Indiana 
Jones and the Last Crusade; MacArthur's War; Sniper! WWII 
Telegaming; SSI's Overrun!; Murder Mystery; Is VGA Worth It?; 
Ballistix; Lords of the Rising Sun; and more! 

#62 - FOREIGN COMPUTER GAMES: C.E.S. Report; Dr. Doom's 
Revenge; Shogun; Tandy 16-color Test Lab; Populous; Ar- 
chipelagos; Slipheed; Northern Fleet; Dragon Wars' Space Quest 
III; Hostage: Rescue Mission; Why is Harpoon So Late / Apology 
Simulator; and more! 

#63 - BROADSWORDS AND BEASTS: Curse of the Azure Bonds; 
The Omnicron Conspiracy; Hillsfar; Test Lab of IBM Sound 
Boards; Chessmaster 2100 vs. Sargon 4; Grand Fleet; Fire King; 
Journey; Star Saga Two; Mean 18 Tournament Golf; Arthur hints; 
Name the Game Contest; and more! 

#64 - SPECIAL FOOTBALL ISSUE: Game of the Year Awards; 
Vulcan; Project Firestart; Universe III; Special Football Section; 
Speedball; QIX; Omni-Play Horse Racing; Risk!; The Kristal; Man- 
hunter 2: San Francisco; and more! 

#65 - CHRISTMAS BUYING GUIDE: Indiana Jones and the Last 
Crusade; Don't Go Alone; F-15 Strike Eagle Update; Omni-Play 
Basketball; King's Quest Companion; Cribbage King / Gin King; 
Revolution '76; Decisive Battles of the American Civil War: 

Volume II; Star Fleet II; Sword of Aragon; Omega; Bandit Kings of 
Ancient China; Omega Tournament; and more! 

#66 - STARFLIGHT 2; Dragon Wars; MechWarrior; M-1 Tank 
Platoon; New Flight Simulator Products; Midway; David Wolf, 
Secret Agent; A-10 Tank Killer; Murder Club; Prince of Persia; 
UFO; and more! 

#67 - SWORD OF THE SAMUARI; GEnie's Air Warrior; Hero's 
Quest I Hints; Ghostbusters II; Their Finest Hour; Dark Heart of 
Uukrul; Mean Streets; Kriegsmarine; Hoyle's Official Book of 
Games; Blitzkrieg in the Ardennes; Licence To Kill; The Psychol- 
ogy of Computer Games; History of Sword of the Samurai; and 
more! 

#68 - THE COLONEL'S BEQUEST; Swords of Twilight; Harpoon; 
Joan of Arc; Main Battle Tank: Central Germany; Hints on Leisure 
Suit Larry III; Tank; C.E.S. Report; DeathTrack; Gold of the 
Americas; White Death; Action Stations; and more! 

#69 - ULTIMA VI PREVIEW; Harpoon Strategy; F-16 Combat 
Pilot; Windwalker; Star Trek V: The Final Frontier; Where in Time 
is Carmen Sandiego?; The Colonel's Bequest Hints; More New 
Games From C.E.S.; Risk!, Monopoly, Scrabble and Clue; Kinghts 
of Legend Hints; and more! 

#70 - LOOM; It Came From The Desert; Champions of Krynn; 
Harpoon Strategy; A Gamer's Guide To IBM Graphics; The Third 
Courier; Breach 2; Omega Tournament Results; Battle of Auster- 
litz; Blue Angels; Worlds at War; and more! 

#71 - DRAGONSTRIKE; Survival Techniques for M-1 Tank 
Platoon; Statistics-Based Text Baseball Games; The Transinium 
Challenge Hints; Computer Sports Games, What's Nevy?; 2088: 
The CryTlan Mission; Indianapolis 500: The Simulation; Scorpia 
Stings Playtesters; Batman; Sid Meier's Railroad Tycoon Preview; 
and morel 



CGW Test Lab 


The CGW Test Lab Meets The 
Tandy 1000 TL/2 


W ' hen CGW started getting nasty 
notes on R.I.D. cards and 
anonymous phone calls indicat- 
ing that gamers were having compatibility 
problems with the TL/2 (with Tandy VGA 
cards), we had trouble believing it. After 
all, Tandy is a major market for IBM com- 
patibles and most entertainment software 
publishers go out of their way to make 
sure Tandy machines are properly sup- 
ported. So, we set up a Tandy 1 000 TL/2 
with a VGA card and one (count ’em) 

3.5" floppy disk drive. We wanted to see 
what our readers were talking about. 

We asked for 3.5" formats of all the IBM 
products covered in the last six months 
of "Taking A Peek" and tried to boot 
them all. We are happy to say that most 
of the games out there work quite effi- 
ciently, even with this configuration. Even 
some of the games that our readers said 
they had experienced difficulty with func- 
tioned on this machine. 

However, there are some special cases 
and it is the intent of this article to alert 
our readers to these potential problems. 
Out of the mass of games which we 
tested, there were only two games which 
would not boot on the machine as con- 
figured and four that required special 
treatment. 

Activision's Tongue of the Fatman, for 
example, does not state that one needs a 
hard disk or two floppy drives in order to 
"unzip" the files from the production 
disks. The game works fine on one drive, 
once the files are unzipped, and it looks 
terrific, but one must borrow smother 
computer to "unzip" the files. Even those 
who have one 3.5" and one 5.25" drive 
won’t have any trouble with the "unzip- 
ping" process. They can put the 5.25" 
floppies in that drive and use the "Install" 
routine to copy the appropriate files to 
two different 3.5" floppies. It’s a long 
process, but it works. 

Electronic Arts’ F-16 Combat Pilot of- 
fers a similar obstacle. The packaging for 
this game does not indicate that one 
needs either a hard disk or two floppy 
disk drives to "install" the program. In this 
case, the 3.5" version of the game comes 
packaged separately from the 5.25" ver- 
sion. Also, the "Install" program doesn’t al- 
ways recognize that a machine only has 
one drive. Therefore, those who have 
only one floppy may need to borrow a 
machine with two drives and use the "In- 
stall" program to load the program onto 
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either another 3.5" disk (if the machine 
has two 3.5" drives) or two 5.25" disks (if 
the machine has one 3.5" and one 5.25" 
disks). Then, using the simple DOS com- 
mand ("copy a:*.* b:") allows one to copy 
the files on both 5.25" diskettes onto a 
720K (3.5") diskette. The game runs fine 
with one drive after this has been ac- 
complished. 

The other major problem in using the 
Tandy 1 000 TL/2 in this configuration is 
that some games simply do not recog- 
nize the Tandy VGA card. This is a tem- 
porary problem, but it is real nonetheless. 
For example, Data East's Robocop and 
Super Hang-On search for the Tandy 
graphics mode, which is not available in 
this configuration. Therefore, one must 
remove the VGA card to boot these 
games. According to Denny Thorley, fu- 
ture products from Data East will recog- 
nize this graphics mode. 

Interplay had the same problem with 
the initial versions of BattleChess on the 
IBM. They have fixed the problem, 
though, so anyone with this problem can 
contact their customer service depart- 
ment for a new diskette. 

Kyodai's Psychic War will not boot in 
this configuration if one types "PW T" to 
start the game or a simple "PW" (as 
though one had a hard drive). Of course, 
there is a quick fix here. Since the prob- 
lem is that the program is looking for the 
Tandy 1 6 color mode and the machine 
has a VGA card, one must only type "PW 
E" and the program will load normally. 

The CGW Test Lab 
Meets RollerMouse 

We have found that many gamers 
prefer a mouse-driven interface, but do 
not have the room to spare in order to 
move that mouse around on their desks. 
Of course, it is possible to "make do" and 
place an oversize book and mouse pad 
on their laps in order to play their favorite 
games using the mouse interface, but it 
isn’t very efficient (especially when one 
has to reach up and access the key- 
board, it is easy to dump book, mouse 
and mouse pad on the floor). 

Now, CH Products has taken an old 
idea, the trackball, and updated it to pro- 
vide a solution for those of us who have 
a space problem but prefer the mouse in- 
terface. A trackball, for those who have 


not previously used them, is similar to an 
upside-down mouse. So, instead of 
moving the mouse around on a flat sur- 
face in order to move the ball under- 
neath and hence, input the X and Y coor- 
dinates, one moves the ball directly in 
order to input the X and Y coordinates. 

This provides a smaller footprint in order 
to operate it and makes for more efficient 
use. 

Called the RollerMouse, this trackball is 
fully compatible with any program which 
uses the Microsoft Mouse driver. It is 
available in both a serial and bus version 
for the IBM ($129.95) and is also avail- 
able for the Macintosh and Apple II series 
computers ($1 19.95). 

CGWs "test lab" recently tested a Roller- 
Mouse serial version and found it to be 
as advertised. We had no problem boot- 
ing games which support the mouse in- 
terface and found that the four buttons 
and ergonomically-designed lightweight 
unit housing made it very easy to use. 

We found it to be ideal for games like 
Revolution '76 which use a windows-style 
interface and have the player selecting 
icons and menu-items. It was both fast 
and precise for this style game. It was 
also quite easy-to-use in terms of point- 
and-click movement, as in SimCity. 

The only area where we felt the Roller- 
Mouse to be a less efficient interface than 
a pure mouse was in action games like 
Wayne Gretzky Hockey and Shufflepuck 
Cafe where one needs to use quick and 
precise movement. With the traditional 
mouse, one intuitively adjusts distances 
on the screen in a one-to-one correspon- 
dence with how far the mouse is moved 
across the table. With the trackball, one 
does not have a physical distance to 
measure movement against. To be sure, 
the longer players use the trackball, the 
closer they can come to judging distan- 
ces, but it is not as clear-cut or intuitive 
as with the traditional mouse. Our tech- 
nicians found that experience compen- 
sates for intuitive movement, but is not 
quite equivalent. 

Strategy and adventure gamers who like 
the mouse interface, but find their desk is 
often too cluttered, will definitely want to 
consider the RollerMouse as a practical 
alternative to the traditional mouse (or 
cleaning one's desk). Action gamers will 
want to try one out before moving to this 
option. 
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” The Ad Lib Music Card: 

Open your ears and blow your mind. 


nM, 


k 


Asteroids are hurtling by. Enemy photons are de- 
stroying the rear deflectors. Engines strain as they 
reach critical mass. Suddenly you hit the retros, loop 
^around, and fire with everything you've got. 

And what kind of awesome, breath-taking music 
is your computer playing? "Bleep, bop, beep." Pretty weak, eh? 

Well listen up. Because now there's the Ad Lib Music Card. 

It's the digital music synthesizer that's conquering the final frontier 
of truly realistic game playing — totally ear-blasting sound. 

Confront the dark overlord, and Ad Lib’s 11-piece orchestra 
will back you up with gutsy, heart-swelling music. And if you meet 


an untimely death, rest assured that Ad Lib's funeral dirge will bring 
tears to the eyes of your loved ones. 

In fact, the Ad Lib sound is so hot, major game developers are 
now designing dozens of new adventures with special soundtracks 
just for the Ad Lib Music Card. 

Call us at 1-800-463-2686 for the name of your nearest 
dealer, for more information, and for the ever-growing list 
of major game titles with spectacular Ad Lib soundtracks. 

Add the missing dimension to your games with the 
Ad Lib Music Card. From a solo to a symphony. Ad Lib's 
music makes the adventure come alive. 


Ad Lib lnc„ 50 Staniford Street, Suite 800, Boston, MA 02114. 1 - 800 - 463-2686 in U.S. or Canada. 1 - 418 - 529-9676 International. Fax: 1 - 418 - 529 - 1159 . 


New 

Compatible 

Games. 


Here are just some of the 
hottest new computer games 
designed for use with the 
Ad Lib Music Card: 





DcACHTUCK 


Lucasfilm's 

Loom 


MicroProse’s 
Sword of the Samurai 


Sierra's 

The Colonel's Bequest 


Activision's 

Deathtrack 





System requirements: IBM PC, XT, AT, or compatible with 256K RAM, DOS 2.0 or higher, C6A, EGA, or monochrome graphics adaptor, and headset or external speaker. 
© 1990 Ad Lib. Ad Lib is a registered trademark of Ad Lib Inc. IBM is a registered trademark of International Business Machines Corporation. 
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See Reader Input Device on page 64 


The Categories 

Strategy (ST): Games that 
emphasize strategic planning 
and problem solving. 


r 


THE TOP TEN GAMES 



Simulation (SI): Games based 
on first person perspectives of 
real world environments. 

Adventure (AD): Games that 
allow you to take your alter ego 
through a storyline or series 
of events. 

Role-Playing Adventures (RP): 
Adventure games that are based 
on character development 
(usually involving attributes). 

Wargames (WG): 
Simulations of historical or 
futuristic warfare from a 
command perspective. 

Action/Arcade (AC): 
Computer games that 
emphasize hand-eye 
coordination and reflexes. 

Games are often listed in more 
than one category. In this case, 
the first listed category is 
considered primary. In order to 
be recognized as the "Top 
Game" in a given category, a 
game must be listed as being 
prirmtrily of this specific type. 


Top Role-Playing 



Top Simulation 



No. 

Name 

Mfg. 

Machine 

Cat. 

Avg. # 
Resp. 

Rating 

1 . 

Their Finest Hour 

LucasFilm 

I 

AC, SI 

76 

10.53 

2. 

F-19 Stealth Fighter 

MicProse 

I 

SI 

88 

9.81 

3. 

SimCity 

Maxis 

Many 

ST, SI 

109 

9.74 

4. 

M-l Tank Platoon 

MicProse 

I 

SI,WG 

68 

9.71 

5. 

Harpoon 

Three-Sixty 

I 

WG 

63 

9.45 

6. 

Populous 

EA 

Am,I,ST 

ST 

102 

9.39 

7. 

Starflight 2 

EA 

I 

RP 

51 

9.22 

8. 

Lords of Rising Sun 

Cnmwre 

Am 

AC, ST 

54 

9.19 


Red Storm Rising 

MicProse 

C,I,ST 

SI 

71 

9.19 

v 

TV Sports Basketball 

Cnmwre 

Am,l,ST 

ST 

27 

9.19 


r 


No. 

Name 

Mfg. 

Machines 

Cat. 

Avg# 

Resp. 

Rating 

11. 

Battlehawks 1942 

LucasFilm 

Am,l,ST 

AC, SI 

86 

9.17 

12. 

Sword of Aragon 

SSI 

STWG 

33 

9.15 

13. 

MechWarrior 

Activision 

1 

Sl.fcP 

48 

9.13 

14. 

Nuclear War 

New World 

Am 

ST 

27 

9.07 

15. 

Wasteland 

EA 

Ap,C,l 

RP 

120 

9.04 

16. 

Bard’s Tale III 

EA 

Ap,C 

RP 

74 

9.03 


Ultima V 

Origin 

Ap,l 

RP 

102 

9.03 

18. 

Loom 

LucasFilm 

AD 

20 

9.00 

19. 

Hero’s Quest 

Sierra 

1 

AD 

47 

8.98 

20. 

Space Quest III 

Sierra 

Am,l,ST 

AD 

34 

8.97 

21. 

Romance/3Kngdms 

Koei 

Am, I 

ST.RP 

31 

8.96 

22. 

Action Stations 

CnflctAnlytic 

WG 

22 

8.95 

23. 

Indy: Adventure 

LucasFilm 

AD 

Am, I 

23 

8.93 


Overrun 

SSI 

Ap,C 

WG 

24 

8.93 

25. 

Sword of Samurai 

MicProse 

ST,RP 

44 

8.92 

26. 

Falcon 

SpcHolo 

XOR 

Many 

SI 

62 

8.90 

27. 

NFL Challenge 

l,M 

ST 

86 

8.87 

28. 

Dragon Wars 

Might & Magic II 

The Magic Candle 

Interplay 

NewWorld 

Ap,C 

RP 

29 

8.84 

29. 

Ap,C,l 

RP 

54 

8.81 

30. 

Mindcraft 

Ap,C,l 

RP 

43 

8.80 

31. 

Genghis Khan 

Koei 

1 

ST.RP 

32 

8.79 


Project Stealth Ftr 

MicPr 

C 

SI 

29 

8.79 

33. 

Battles of Napoleon 

SSI 

Ap,C,l 

WG 

30 

8.77 


Battletech 

Infocom 

Am,l,ST 

RP 

48 

8.77 


Fire Brigade 

Leisure Suit III 

Panther 

Am,l,M 

WG 

22 

8.77 


Sierra 

Am,l 

AD 

47 

8.77 

37. 

Airborne Ranger 

F-15 Strk Eagle 2 

King’s QuestlV 

MicProse 

C,I,ST 

AC 

74 

8.76 


Micprose 

SI 

57 

8.76 

39. 

Sierra 

Many 

Am, I, ST 

AD 

58 

8.75 

40. 

Breach 2 

Omnitrend 

ST,RP 

29 

8.71 

41. 

Neuromancer 

Interplay 

Ap,C,l 

AD 

33 

8.70 

42. 

Battlechess 

Interplay 

Am,l,ST 

1 

ST 

58 

8.68 


Indianapolis 500 

EA 

SI 

24 

8.68 

44. 

Curse of Azure Bonds 

SSI 

Ap,C,l 

RP 

70 

8.67 


Typhoon of Steel 
Ballistyx 

SSI 

Ap,C 

WG 

43 

8.67 

46. 

Psygns 

Toolworks 

Am,ST,l 

AC 

20 

8.65 


Chessmaster 2100 

Many 

ST 

44 

8.65 


Police Quest 11 

Sierra 

I.GS.ST 

AD 

43 

8.65 


Zany Golf 

G reeky Hockey 

EA 

Am,f,ST 

AC 

31 

8.65 

50. 

Bethesda 

Am,l 

AC, ST 

38 

8.64 

51. 

Sword of Sodan 

Discovery 

Am,GS 

AC 

27 

8.63 

52. 

Pool of Radiance 

SSI 

Ap,C,l 

RP 

116 

8.61 

53. 

Champs of Krynn 

SSI 

Ap.Cl 

RP 

56 

8.55 

54. 

It Came From Desert 

Cnmware 

Am.fsT 

1 

AD 

36 

8.54 

55. 

A-10 Tank Killer 

Dynamix 

SI 

40 

8.53 
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Top 100 Games 




THE HALL OF FAME 


The Games In 
CGW's Hall Of 
Fame Have Been 
Highly Rated By 
Our Readers 
Over Time. 
They Are Worthy 
Of Play By All. 




Bard's Tale I 
Chessmaster 
Dungeon Master 
Earl Weaver Baseball 
Empire 
Gettysburg 
Gunship 
Kampfgruppe 
Mech Brigade 


Might & Magic 
M.U.L.E. 
Pirates 
Starflight 
Ultima III 
Ultima IV 
War in Russia 
Wizardry 


No. 

Name 

Mfg. 

Machines 

Cat. 

Avg # 
Resp. 

Rating 


Nobunaqa’s Ambition 
Carrier Command 

Koei 

1 

ST,RP 

51 

8.53 

57. 

Rainbird 

Am,l,ST 

I 

AC,WG 

49 

8.51 


DeathTrack 

Activision 

AC 

29 

8.51 


Knights of Legend 
Panzer Strike 

Origin 

ssr 

Ap,C,l 

Ap,C 

Many 

Am, 1, ST 

RP 

WG 

23 

68 

8.51 

8.51 

61. 

Silent Service 

MicProse 

SI 

257 

8.50 

62. 

Hostage 

Mindscape 

AC 

28 

8.47 

63. 

Gold of America 

SSG 

Amj 

ST 

28 

8.46 

64. 

688 Attack Sub 

EA 

Am,l 

SI.ST 

48 

8.42 


Manhunter 2 

Sierra 

l,M,ST 

a6 

31 

8.42 

66. 

TV Sports Football 

Cnmwre 

Am, I, ST 

AC, ST 

50 

8.39 

67. 

Arkanoid 

Dsc/Taito 

Many 

AC 

69 

8.38 

69. 

Wings of Fury 

Brodbnd 

Ap 

AC 

52 

8.38 

Strike Fleet 

EA 

Ap,C.I 

WG 

79 

8.37 

70. 

Rocket Ranger 

Cnmwre 

Am, ST 

ACAD 

75 

8.32 

71. 

Modem Wars 

EA 

C,l 

ST 

24 

8.29 

72. 

Manhunter 

Sierra 

Many 

AD 

72 

8.25 

73. 

Police Quest 

Sierra 

Many 

Am/ST 

AD 

98 

8.23 

74. 

Starglider II 

Rainbird 

AC 

65 

8.22 

75. 

Jack Nicklaus’ Golf 

Accolade 

Am,C,l 

AC, ST 

28 

8.21 

77. 

Three Stooges 

Leisure SuitLry II 

Cnmwre 

Am,C,GS 

AC 

68 

8.21 

Sierra 

Many 

Ap,C 

AD 

52 

8.20 

78. 

Battlegroup 

Colonel’s Bequest 

SSI 

WG 

36 

8.19 

79. 

Sierra 

AD 

30 

8.17 

80. 

Abrams Battle Tank 

EA 

1 

AC, SI 

31 

8.16 

81. 

Tetris 

SpcHolo 

Many 

I 

AC, ST 

46 

8.13 

82. 

Vettel 

SpcHolo 

AC 

26 

8.12 

83. 

Stealth Mission 

Sublogic 

C 

SI 

36 

8.11 

84. 

Shiloh 

SSI 

Ap.C,! 

Many 

WG 

54 

8.09 


Zork Series 

infocom 

AD 

218 

8.09 

86. 

Faery Tale Adventure 

Micllsn 

Many 

RP 

59 

8.07 

87. 

Speedball 

Cnmware 

Many 

Ap,C 

AC 

35 

8.06 

88. 

Russia 

SSG 

WG 

61 

8.05 

89. 

Sentinel Worlds 

EA 

LC 

C,ST 

RP 

71 

8.04 


Techno-Cop 

Epyx 

AC 

23 

8.04 

91. 

Test Drive ll 

Accolade 

Am,C,l 

AC 

42 

8.02 

92. 

WC Leader Board 

Access 

Many 

AC, ST 

97 

8.00 

93. 

Leather Goddesses 

Infocom 

Many 

AD 

136 

7.99 

94. 

Breach 

Omnitrnd 

Many 

ST.RP 

114 

7.98 

95. 

Enchanter 

Infocom 

Many 

AD 

115 

7.97 

96. 

Jordan vs Bird 

EA 

C,1 

AC 

47 

7.96 

97. 

Omega 

Prophecy 

Origin 

Many 

ST 

49 

7.92 

99. 

Activision 

Am/ 

AD 

32 

7.92 

Ghostbusters 11 

Activision 

1 

AC 

29 

7.91 

100. 

Wizardry V 

Sir-Tech 

Ap.l 

RP 

43 

7.88 



Top Strategy 


Top Action/Arcade 






Top Adventure 
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The best wargame simulation in the world...just got better. 



With multiple command, tactics, weapon, and scenario choices, 
Harpoon pits the mighty sea and air power of the USSR against the 
combined NATO forces. And it does it in a way that no other game 
ever has. 

But don’t just take our word for it, read what the reviewers say. 

‘'Harpoon delivers an intense and sophisticated gaming 
experience 

Keith Ferrel, Compute 

“I learned more after six hours with Harpoon than I did after 
a years study at the Naval War College 9 ’. 

M. Evena-Brooks. Computer Gaming World 

“Harpoon is the definitive simulation 
of modern warfare at sea 99 . 

Richard Shefield, Game Players 

: And now with the release of new, and even 
more challenging Battlesets, as well as the 
extraordinary Scenario Editor, you not only 
have more ways to test your skills, 
you can even customize the 
way you play the game. 






For more 
information, 
please call 
408-879-9144 


Harpoon is a registered 
trademark of GDW Inc. 
© 1990 

Three-Sixty Pacific, Inc. 
2105 S. Bascom Ave. 
Campbell, CA 95003. 


HARPOON'S 
EVER GROWING 
OPTIONS. 


BATTLESET #2: NORTH AMERICAN CONVOY 


SCENARIO EDITOR 


BAnLESET#3 & 4: COMING SOON 


n the few short months since it hit the streets, Harpoon has become the 
number one, best selling wargame simulation in America. And no wonder. 


Harpoon is now acknowledged as the ultimate, most startlingly realistic inter- 
pretation of how the final war at sea might take place. 


Now there are many ways to extend, even 
customize, the way you can interact with 
and continue to enjoy Harpoon. 


With the new Battleset covering convoy 
operations in the North Atlantic, Harpoon 
is committed to ramping up the degree of 
difficulty and challenge you will face as you 
test your powers of decision and command 
to their fullest. 


Then when you're ready for the ultimate 
challenge... You can use th e Scenario Editor 
to create the Ultimate Battle. 


Because only Harpoon's unique Scenario 
Editor will let you re-design, even starting 
from scratch, every single parameter in 
every scenario. Which means you can 
decide the battle location, weaponry, load 
out, electronics, convoy composition, even 
the timing, of every game you play with 
Harpoon. 


In fact, with the Scenario Editor you can 
decide exactly how you want the final 
confrontation at sea to take place. 


Which is why Harpoon, the best military 
simulation in the world, just got better! 





Review 


Rings of Medusa 

Serpentine Strategy in a Fantasy Setting 

By Douglas Seacat 



R evenge, conquest, treachery and 
the quest for economic might 
form the bulwark of this fan- 
tasy/strategy. In the game, Cirion (a 
young king recently deposed from this 
throne) seeks revenge on the demon 
queen Medusa, who has slain his 
friends and forced him into exile. 

Without any resources, loyal troops, or 
much money, Cirion must rebuild his 
kingdom to its former glory and 
destroy his enemy, Medusa. To ac- 
complish this end, Cirion will have to 
find the Five Rings of Medusa which 
will grant him power and eventually 
summon the demon queen herself. 

Rings of Medusa is primarily a 
strategy game with trading elements. 
Initially, the player must develop trade 
routes in order to increase his coffers, 
whereupon he can either buy troops 
to begin conquest or purchase scouts 
to find mines for more money. Since 
many cities are controlled by Medusa, 
it is important for the player to amass 
a large store of wealth in order to cre- 
ate a working plan of conquest, as ar- 
mies can be expensive to equip, train, 
and maintain. At the same time, the 
player must be continuously searching 
for the Five Rings, whose coordinates 
can be found in various cities and ports. 

Game Mechanics 

Most of the time spent in the game is 
spent either on the strategic map, or the 
town menu. Upon the strategic map, the 
player can explore the many screens of 
the world of Medusa. As time quickly pas- 
ses, the player can move from town to 
town, attack castles or towns, search for 
mines or treasure, or use ships to sail to 
ports or islands. 

In town, the player can enter a variety 
of shops and other buildings. Markets 
allow the purchase of goods for trade, 
banks offer loans and interest rates, 
temples occasionally give clues, and so 
on. Of special importance within cities is 
the park area, which allows the recruit- 
ment of troops for upcoming conquest. 


To win, the player will need to purchase 
a large and effective army. However, 
before that army can be purchased, 
money must be raised, (and quite a bit of 
money, at that). It is important that the 
player trade extensively before building an 
army since maintaining an effective army 
can quickly eat up all profit made 
through trading. Trading itself involves 
the purchase and selling of different 
goods from town to town, using either 
ships or wagons as transportation. Unfor- 
tunately, without protection, any trading 
mission can quickly turn to failure if the 
wagon train happens to be attacked by 
an enemy army (see Problems). 


TITLE: 

Rings of Medusa 

SYSTEM: 

Amiga, Atari ST 


and IBM 

REVIEWED: 

Amiga 

PRICE: 

$49.95 

PUBLISHER: 

Star Carnes 


708 W. Buffalo Ave. Suite 200 


Tampa, FL 33603 


Another method of earning money in- 
volves the use of mines, which can be 
found by employing scouts. The num- 
ber of scouts employed by the player 
determines how wide of a radius those 
scouts can search for mines, which can 
then be exploited by the player. Mines 
can be quite profitable once estab- 
lished, but require a large starting fund 
(since a mining machine must be pur- 
chased, and an additional 30000 gold 
is required to open the mine). For this 
reason, trading must be employed ini- 
tially to earn the required revenue 
necessary to hire a good supply of 
scouts to find such mines. 

Once the player manages to gather 
together a large enough horde of 
troops, he can actually try conquering 
towns and castles. Combat is very 
straight forward, with the player simply 
commanding certain troops to advance 
to battle at the right times and, possib- 
ly, withdrawing when too many casual- 
ties have been taken. The game in- 
cludes a "negotiate" option which sup- 
posedly allows combat to be obviated 
through bribery or threats, but it is this 
reviewer’s experience that such methods 
rarely work. 

Good Points 

One aspect of the game which I en- 
joyed was the variety of unit types and 
races in building an army. The different 
factors to consider gave a sense of depth 
to the process of recruitment which isn't 
often found in strategy games. This was 
heightened by the fact that different races 
came in varying abundance in the towns. 
For example, humans are very abundant, 
but not particularly specialized in any- 
thing. On the other hand, halflings, 
gnomes, and zwarks make good artillery 
and wizards, but are in scarce supply. 
Thus, it is necessary under certain cir- 
cumstances to use an inferior, but more 
numerous, race for a particular unit type. 
The amount of thought that went into 

Continued on page 59 
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Review 


Hitler’s 

"Second Front" 


the missing formulas and commands and 
offer some strategies and tactics in a 
detailed article] . 

Despite these shortcomings, Second 
Front is still very playable. The documen- 
tation should be carefully read, as only ac- 
tual play can reveal the many subtle 
nuances that exist herein. 


SSI's Strategic Ecistern Front 
World War II Game 

by M. Evan Brooks 



S econd Front, a detailed simulation 
of the German-Soviet Conflict of 
World War II, is prolific wargame 
designer Gary Grigsby’s first entry to the 
1 6-bit world ol 
DOS. An obvious 
descendant of his 
War in Russia 
(designed for the 8- 
bit computers of 
the mid-1 980s), 

Second Front is an 
amazing product. 


convert to friendly control when 1 -2 
hexes from an operational railhead. Since 
the Germans begin with an SL of 1 0 
(which later drops to 6, illustrating the 

consumption of 
pre-stocked sup- 
plies), the rule 
does, in effect, 
say this. How- 
ever, this 
reviewer feels 
that it should 
have been stated 
in plain English. 


The Enigma Book 
(Documentation) 

The documenta- 
tion may be 
summed up as abys- 
mal. In addition to 
misspellings, some 
incorrect formulas, 
omitted help keys 
and an extensive 
(and not entirely cor- 
rect) READ.ME file, 
the manual is com- 
posed in com- 
puterese, not 
English; obviously, 
no one heeded 
Xerxes’ maxim that 
"exact thinking and 
exact language go 
hand in hand". 

For instance, a 
simulation of the Eastern Front on this 
scale should emphasize logistics (or the 
lack thereof). The bonus/penalties for 
troop’s supply states are unclear and 
would benefit from specific examples. 

The explanation of rail building is con- 
voluted and states that rails convert to 
friendly control when the SL (Supply 
Level) is four or higher, except during the 
Blitzkrieg (the first ten turns), when Axis 
SL must be eight or higher. Since the 
German forces are at their 
logistic peak at the incep- 
tion of "Barbarossa", why 
do they need a higher SL? 

Careful analysis of the rules 
shows that captured rails 


Certain terms 
are undefined. 
The "Aircraft 
Chart" does not 
define LB (al- 
though the term 
"Level Bomber" 
is embedded in 
the main text). 
Similarly, a plane 
category, CAN 
("Cannon"), is 
not defined at all. 
A careful perusal 
of the manual 
before printing 
would have rec- 
tified most of 
these errors. 

Tables of cities 
(with production 
capabilities) and 
generals (with 
leadership ratings) are listed in no discern- 
ible order, hence are difficult to find. 

Finally, the player "Tips and Hints" are 
too abbreviated. To offer the Axis the sole 
tip that he should smash Soviet airgroups 
with air missions gives new meaning to 
the term "de minimis". With all of the 
ramifications of a strategic/operational 
simulation covering multi-years of WW1I 
with armies deployed in corps elements, 
player assistance should 
have been much more 
detailed. Instead, this is left 
to the player. [In order to 
assist the user, next month 
CGW Assistant Editor Alan 
Emrich will reveal some of 


NAME: 

Second Front: 


Germany Turns East 

SYSTEM: 

IBM 

# PLAYERS: 

0-2 

PRICE: 

$59.95 

DESIGNER: 

Cary Crigsby 

PUBLISHER: 

Strategic Simulations, Inc. 


Color My Welt (Graphics) 

Second Front's graphics are colorful 
and well-done. Although they are not of 
cinematic quality, they are more than suf- 
ficient for a strategiq/operational war- 
game of the Eastern Front. [Note: the 
box label failed to mention that the CGA 
graphics are in monochrome). The geog- 
raphy ranges from Finland (north) to 
Baku and the Italian boot (south), and 


Despite shortcomings, Second 
Front is very playable. 


from Cologne (west) to Kazan (east). 

Units (armor, infantry and headquarters) 
and terrain are easy to differentiate and, 
as the infamous Russian winter ap- 
proaches, the EGA terrain changes as the 
rivers freeze and snow covers the ground. 
(Note that the weather effects the entirety 
of Russia in a single week, which is admit- 
tedly unrealistic; Chris Crawford’s Eastern 
Front {1979} showed a similar weather 
change which was graduated from north 
to south over several weeks). In sum- 
mary, the map is broad in scope and the 
graphics are more than adequate to play 
the simulation. An additional considera- 
tion is that units are deployed by head- 
quarters and corps (composed of in- 
dividually detailed divisions). If one wishes 
to resolve combat on a more tactical 
level, he may choose from up to three 
detail levels of combat reports (the most 
detailed reports yield actual division level, 
blow-by-blow engagements and casualty 
figures down to individual vehicles and 
squads). Of course, this slows the com- 
bat resolution substantially, yet it is still 
an attractive feature of Second Front. 

Looking for Lebensraum (Game Play) 

Second Front offers four scenarios: 
Campaign (1941), Campaign (1942), 
Moscow and Stalingrad. Most grognards 
will play the 1941 campaign as soon as 
they open the box (something about "real 
wargamers" always playing the longest 
campaign games they can find). This, 
however, is not recommended. The 
smaller scenarios are excellent learning 
tools and serve one well as he progresses 
on towards Barbarossa. The 1 942 Cam- 
paign is particularly welcome, since most 
gamers will be able to determine their 
prognosis for which side will achieve over- 
all victory by the end of 1941 . Thus, 
games will rarely extend into the latter 
stages of the war. By utilizing the 1 942 
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Campaign Scenario, one will be able to 
achieve a better conception of the later 
war years. 

Since Second Front offers a computer 
vs. computer option, careful observation 
of such a game will reveal sound initial 
strategies and tactics. 

As for play balance, note that "Even" 
balance should only be used in a com- 
puter vs. computer or human vs. human 
contest. With one player against the com- 
puter, options should be set to give some 
advantage to the computer player. These 
options maximize the "historicity" of the 
simulation (a rational computer Al is 
much harder to achieve when the com- 
puter has the burden of the offense). 

With 20-mile hexes and weekly turns, 
Second Front will not generally be played 
in one sitting (a player could easily spend 
an hour just studying his position and 
pondering his orders for a single turn). A 
1941 campaign should take about 12-20 
hours to reach a decision point. Again, 
examine the READ.ME file — one cannot 
save a game unless he creates a \SAVE 
subdirectory. Also, note that delay/report 
options are reset to zero upon reaccess- 
ing a saved file. Therefore, be sure to im- 
mediately hit the space bar at the first air 
combat result so the reports can be read 
and analyzed. 

Turns follow a sequence of play, with 
the Axis player's turn first. The sequence 
is movement, productioiVevent variables 
and combat. Since Second Front is 
played in discrete turns, a two player 
game could be played by each player 
transmitting his two saved files after his 
turn is completed. 

Victory is achieved by occupation of a 
certain number of enemy cities. Initially, 
this reviewer was concerned over the vic- 
tory conditions (e.g. is geography or 
destruction of enemy military forces the 
key to victory?). However, an examination 
of the "Victory Cities" reveals that their 
defense should involve the bulk of the 
enemy military capabilities. Note that 
Gorki is a victory city in the 1941 Cam- 
paign Scenario. If the Germans seize 
Leningrad and Moscow, this is normally 
the closest city for Strategic Victory. 

During winter turns, the Soviet forces do 
not garrison cities (other than Moscow), 
opting instead for a counter-offensive. 

This strategy can well lead to a German 
panzer corps sneaking into Gorki, com- 
pletely out of supply, while a significant 
Russian force ignores it. This feature may 
be corrected in Version 1.1 by either ad- 
justing the Artificial Intelligence or chang- 
ing the victory city to Kazan. Second 
Front is relatively easy to learn to use. At 
the same time, it is difficult to learn to 
use well. 

Mouse implementation is lacking. While 
such a deficiency is not as fated as games 
where one must plot dozens of moves 
per unit each turn (here, the maximum 


any unit can move is five hexes), mouse 
interface would have made the game 
much smoother than the keyboard input. 
Also, production adjustments are cumber- 
some; one must first check the produc- 
tion of a particular item (e.g. Pz II, Ar- 
mored Cars, etc.) in order to determine 
the particular cities and then, map scroll 
to the particular cities. A "window environ- 
ment" or automatic "Flash To [City]" 
would have been appreciated. 
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Reich-Thinking (Notes on Logistics) 

Proper use of supply is the key to vic- 
tory. While Moghilev may be seized by the 
third week of the invasion by an armored 
spearhead, such a thrust often will place 
the armor out of supply, and an addition- 
al month may be required to extricate 
and replenish the isolated armor corps. A 
German capture of Moscow will devastate 
Soviet replacement capabilities, and shift 
the ratio of German to Russian losses 
from a 3-5:1 ratio to 10-20:1. 

Production should be analyzed early. 
Obsolete armor and airplane factories 
should be quickly adjusted to produce 
war machinery more suited to the player’s 
needs. Similarly, the German OKW 
(Oberkommando des Wehrmacht) has a 
large number of unassigned divisions; 
these reserves should be reassigned to 
new corps, and used for anti-Partisan mis- 
sions or to assist in the main offensive. 
Finnish air assets should be transferred 
to Army Group North after the initial air 
attack, since the Finns are useless until 
such time as Leningrad falls. Interestingly 
enough, the Finnish air engenders great 
Soviet animosity, since a computer 
Soviet will attack it wherever it goes. 

Most combat corps can do well with 
three divisions assigned. The remainder 
should be assigned to the front-line head- 
quarters element, which will feed addition- 
al divisions in as needed. Thus, when 
one has time to rest a corps, a divisional 
transfer should be effected. Also, "a tank 
is a tank is a tank" because certain assets 
must be placed in the Western and 
Italian Fronts and the computer does not 


distinguish quality. Therefore, transfer ob- 
solete units to the West and maintain the 
more modern units in the East. Also, in- 
crease the replacement value in the 
spearhead elements (note that this is 
done by accessing the Headquarters and 
pressing "+"; use the "+" on the numeric 
keypad or else the SHIFT— t- on the key- 
board since the latter is actually an =). 
Note that the Order of Battle is well done, 
and it is fascinating to see Soviet units 
receive the coveted "Guards" title as they 
gain combat experience. 

Uber Alles (Leadership and Doctrine) 

Individual leaders are present for the 
headquarters elements, and should be 
carefully evaluated. A German player 
should immediately remove all com- 
manders with a rating of less than "6" (on 
a 1 -9 scale). Individual command ratings 
are generally accurate, although this 
reviewer has certain reservations (e.g. 
"Smiling Albert" Kesselring is rated as a 
9; he did a superb job of defending the 
Italian Front, but how would he have 
done on the Russian steppes?). Hitler 
and Himmler are both rated at a 3. This 
reviewer thinks Hitler’s "Stand Fast" order 
in 1941 may well have saved the German 
Army and hence, he should be rated 
higher than Himmler. Grigsby thinks Hit- 
ler was an overall disaster. 

German Player Notes: Soviet partisan 
operations may appear threatening, but 
rarely cause real damage. In fact, recent 
historians have called the entire partisan 
effectiveness into question. Even when a 
unit is isolated and seemingly combat in- 
effective, its leader may still get a random 
chance at substantially increasing the 
combat effectiveness. 

Soviet mechanized formations should 
be isolated and reduced at leisure rather 
than by mass frontal assaults in the early 
months. It is quite difficult to achieve the 
historical German phase line objectives in 
June through August 1 941 , and it is very 
rare to achieve a "Kiev-like pocket" in 
which 600,000 Soviet troops can be sur- 
rounded and destroyed. Instead, one 
achieves small (1-2 unit) pockets, which 
can then be forced to surrender. While 
the initial phase lines may be slower than 
historical, the German Army has a tenden- 
cy to keep moving. Do NOT become dis- 
couraged by early delays and seemingly 
large losses (i.e. a ratio of less than 5:1). 
Repeated assaults will eventually lead to a 
Soviet crisis point on or about October 
12, 1941 in which Leningrad, Moscow 
and Sevastopol should fall. With such los- 
ses, the Soviets cannot rebound. 

As the German player, do not allow the 
panzers to get too far out of supply. A 
narrow front advance is not optimal, and 
one should access the F9 key often in 
order to determine the "area control". 
However, a Soviet counter-offensive in 
mid-1 941 is seldom tragic for the Ger- 
mans. In order for the Soviet computer 
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to achieve a multi-hex coordinated as- 
sault, the computer compares a random 
number (1-100), which must be less than 
the commander’s rating. Since the best 
commander’s rating is only a 9, it is ob- 
vious that Soviet assaults have little 
chance of success (the actual percentage 
may be about 2%). 

The documentation notes that air ele- 
ments can be used once per turn. This is 
true of bombing missions, but use of Alt- 
I (interdiction missions) can be repeated 
as often as one desires. These "fighter 
sweeps" are interesting, but their impact 
on the overall simulation is negligible. 

Promotion List (Conclusions) 

Obviously, Second Front is not the per- 
fect wargame. However, even with the 
user interface, the confusing documenta- 
tion and other anomalies, it is still recom- 
mended as a mandatory purchase by the 
grognard. Its multi-level of play, the "num- 


ber crunching" wherein losses are taken 
down to squads and individual vehicles — 
all are magnets for the hard-core gamer. 
The casual gamer or one not really inter- 
ested in the Russian Front may find this 
product somewhat tedious, but for 


boardgame players who began with 
Stalingrad and Panzerblitz and con- 
tinued onwards, Second Front will prove 
a rewarding experience. 

(c) 1990 All Rights Reserved 

CGVV 


Recommended Reading 

Sadly, Second Front lacks a bibliography. 
Discussions with Mr. Grigsby have yielded the 
following sources that he relied on: 

Mitcham, Samuel W., Hitler's Legions, the 
standard English version of the German Order 
of Battle for the Second World War; 

Poirier and Conner, The Red Army Order of 
Battle, a similar reference for the Soviets; 
Ziemke, Earl F., Moscow to Stalingrad and 
Stalingrad to Berlin, a well-written narrative of 
the East Front 

in addition, this reviewer would recommend: 

Erickson, John, The Road to Stalingrad and 
The Road to Berlin, perhaps the quintessential 
English reference; 

Vincent Esposito, The West Point Atlas of 
American Wars, despite the title, it also covers 


the Russian Front in full and superb multi- 
colored maps; 

Irving, David, Hitler’s War, revisionist history 
at its best (worst?), in which a sympathetic 
portrait of Hitler emerges; 

Keegan, John, The Second World War, which 
is more broad-based, but the author is always 
thought-provoking; 

Sajer, Guy, The Forgotten Soldier, an 
autobiography of an individual Wehrmacht 
soldier's experiences; 

Werth, Alexander, Russia at Weir, the best one- 
volume history of the Eastern Front; 

Young, Peter, Atlas of the Second World War, 
a well-done war atlas available in paperback. 

Also, the movie, Cross of Iron (with 
James Coburn) gives a perspective of what 
the Russian front must have been like. 


Space Combat is a game of pure tactical combat... 

in a rather unique enuironment. 



You’ll be fighting in an edgeless contest zone aboard living 
creatures. Space Combat is almost all combat, with some 
room for diplomacy. Offensive actions include the crea- 
ture’s Psychic Screams to mentally disrupt others, 
launching Inverse Mines that will implode near your 
enemy, freeing Spores to destroy internals, using 
Nerve Pulses to paralyze pesky scouts, and Virally 
Infecting your opponent in the hopes of tak- 
ing over their alien. Each turn comes with a 
special graphic printout of your ending posi- 
tion to aid you in planning. 




Space Combat was designed to be easy to 
learn, but difficult to master. Every game 
\ starts with ten players, and as each is eliminat- 
ed, the chances of the game ending will increase. Turnsheets are 
1 custom made on a laser printer to aid you in filling out your next 
turn. The games run about 12-16 turns. Cost is $3.50 per turn. A 
NX rulebook (required before you can join) is only $1.00. 

SPECIAL OFFER: Send for a rulebook now! Mention that you saw this ad and 
you’ll receive the rules for free. Enter a game by Dec 31st, 1989 and play for only 
$3.00 a turn. 

TWIN ENGINE GAMING 
Dept. 63 1 

3254 Maple Leaf Ct. 

San Jose, CA 95121 
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(DECISION AT 


THE ULTIMATE STRATEGIC SIMULATION 



Feature 

TIGLON 

SSI 

VGA 

YES 

NO 

Menu Driven 

YES 

NO 

Real time play 

YES 

NO 

Campaign area 



> 147 miles 

YES 

NO 

Use all available men 

YES 

NO 

Send out patrols 

YES 

NO 

Stage the battle at a 



different location vs. 



historical 

YES 

NO 

Improved graphics 

YES 

NO 

Higher price 

NO 

YES 


549.95 

$59.95 


r he battle of Gettysburg has long been regarded as the turning point of 
the American Civil War. The timing and location of the battle depended 
entirely upon the decisions made by Union General George Gordon Meade 
and Confederate General Robert E. Lee. 

Decision at Gettysburg places you in the headquarters of either the Union 
Army of the Potomac or the Confederate Army of Northern Virginia. You will 
have 147 square miles of territory over which to maneuver, the same that 
confronted both Meade and Lee. 

The decisions that are made against those of the computer will control the 
location of the battle and the manner in which it will be fought. 

DECISION AT GETTYSBURG ALLOWS THE SIMULATION PLAYER TO: 

• Command either army • Transfer men and supplies 

* Combine units • Send out patrols 

• Create new, smaller units • Save the game to play later 

• Change the actual outcome • Plus many other features 

Play with enemy units either shown or hidden. Historically accurate! 

COMPUTER REQUIREMENTS: Tiglon Software Systems, Inc. 

640K DOS 2.1 thru 3.3. One Floppy Suite 691, Traviston Square 

Drive (Hard Disk Highly Recommended). 4308 S. Peoria Avenue 

Graphics: HGC, CGA (not in color), EGA, Tulsa, Oklahoma 74105 

VGA on either IBM PC, XT, AT, PS2, 918-251-2733 

Compatibles jjj^g gg 

Orders call 1-800-874-0125 - VISA/MASTERCARD/COD $3.50 for shipping & handling SOFTWARE SYSTEMS, INC. 

<11 tiaOemarhs belong la Hal, respective companies: IBM. PC. XT. AT PS2, International Business Machines Cam: HOC Hercules Computer Technology. TL. Tiglon. Decision Al Gettysburg, Tiglon Software Systems, Inc. 19m, 1989 Tiglon Software Systems, Inc. 


TIGLON 






Review 


W 'ASHINGTON D.C.—The 
White House today is- 
sued the following state- 
ment, " The Russian-supported 
radical terrorist group led by 
Jaharah Khommini Sieb Abdul 
has taken the CJ.S. Ambassador 
to the Middle East as hostage. 
They are demanding 1 0 Million 
dollars as ransom for the Ambas- 
sador to be released unharmed. 

If the ransom is not received 
within thirty days, they have 
vowed to shoot the Ambassador 
through the head and dump his 
body on the front steps of the 
American Embassy." 


The Iceman 
Computeth! 

Sierra’s "Code-Name: Iceman " 

by Michael Chaut 


rent with the world political 
situation. So, one should make 
sure that Westland reads the 
newspaper daily. Also, players 
should never forget that 
Westland is always on call and 
must be ready, at a moment's 
notice, to serve his country. So, 
he needs to check in with the 
front desk on a regular basis. 

Soon, it will become apparent 
that Westland must contact his 
commanding officer, General 
Braxton. He will immediately be 
recalled to the Pentagon for an 
emergency briefing where the 



In response, The President issued a 
statement demanding the Ambassador’s 
immediate release. He pledged that if 
the Ambassador was not freed within a 
reasonable amount of time the United 
States would not hesitate to take 
an aggressive military stance 
against the cowardly perpetrators. 


upcoming mission will be out- 
lined and all of the pertinent details sur- 
rounding his transportation and contacts 
delineated. 


Perhaps the nicest result of this 
submarine sequence is that it helps 
to provide the player with a sense of 
total control as Johnny Westland 
navigates the Atlantic and prepares 
to penetrate the enemy harbor. He 
is ultimately responsible for infiltrat- 
ing the harbor zone and avoiding its 
security devices. 


In the course of the game, players 
should learn about working hand-in- 
hand with other branches of the 
government (including the C.I.A.). 
They should also become familiar 
with Navy terminology and the 
facets of decoding scrambled mes- 
sages. Above and beyond all else, 
the player should learn Defensive 
Submarine Warfare Strategies as 
well as effective weapons and when 
to use them. When in doubt about proce- 
dure, it is helpful to refer to the CI.S.S. 
Blackhawk Technical Manual which is in- 
cluded in the documentation. 

Sierra continues to upgrade and 
develop its technology as can be seen by 
some new innovations made to their 
proprietary language SCI (Sierra Creative 
interpreter). First of all, they have im- 
proved the parser control features and 
added more "point and click" interaction. 
Beyond the interface improvements, 
Code-Name: Iceman also supports over 
ten (10) different sound cards. This 

Continued on page 52 


In order to win the game, players will 
have to repair, pilot, and plot the course 
for a futuristic nuclear attack sub- 
marine. This mixed genre game 
combines an adventure format with 
a futuristic nuclear submarine 
"simulator." This mixture of adven- 
ture and simulation should provide 
an additional dimension of enjoy- 
ment for Sierra’s adventure game 
fans. In addition to the usual explora- 
tion, this game will require the 
player to guide this advanced stealth 
sub across the globe and into com- 
bat with enemy warships. 


In Code-Name: Iceman, the Super 
Powers are pushing the world to the 
brink of nuclear war and you are 
the only person that can stop it. 

Iceman, Sierra’s latest release, 
takes the player from the sun- 
splashed beaches of Tahiti to the 
halls of the Pentagon and beyond. 

As secret agent Johnny Westland, a 
member of an elite CJ.S. Navy 
SEALS (Sea, Air, Land) commando 
team, the player must journey un- 
detected into enemy territory. Clsing 
a nuclear-powered attack sub- 
marine, a one-man diving vehicle 
and scuba gear, Westland must 
penetrate the electronic harbor sur- 
veillance of a hostile Middle-Eastern 
nation to reach his goal, a nest of fanati- 
cal terrorists armed with advance weapon- 
ry. If that is not enough, he must follow 
up his success by figuring out a plan to 
rescue the American Ambassador and ef- 
fect an escape unharmed. 

As one begins to play Iceman, one is 
immediately thrust into the world of 
espionage and intrigue, complete with 
beautiful women deadly adversaries and 
highly sophisticated technology and 
gadgets. As the story opens, players find 
their characters on a well-needed vaca- 
tion. At this point, players should try a lit- 
tle exploration. Moving both to the east 


player’s character to take, look at and 
read everything he sees (in some cases, 
items he doesn’t see). As Westland, the 
player should check out the bar, have a 
drink, and dance with a lady (The anima- 
tion in this scene is terrific and, after all, 
he is on R & R.). Don’t forget, that as a 
secret agent, part of the job is to stay cur- 


and the west should help Johnny get a 
feel for the area and find out where 
things are. He might even be directed to 
read his magazine; check out the 
or maybe, play some volleyball. As with 
all Sierra games, it is advisable for the 


The White House has put the 7th 
Fleet on full alert and has ordered 
them into the area. The formal 
statement said that this action has 
been taken in response to the 
Soviet Naval build-up in the 
Mediterranean, however, White 
House sources close to the 
Secretary-ofState have confirmed 
that this action has been taken to 
try to pressure the terrorists into 
releasing the Ambassador. 


TITLE: 

CODE-NAME: ICEMAN 

SYSTEMS: 

IBM 

Sound Boards: 

Roland 

Ad Lib, IBM, 

CMS and Tandy Sound 

PRICE: 

$59.95 

OESICNER: 

Jim Walls 

PUBLISHER: 

Sierra 

Coarsegold, CA 
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Actual 256 Color MS-DOS Screen 


HEADING 

LOCATION 

TAASET : 


T he word is out. A- 10 Tank Killer is HOT!! Join the 
thousands who have already experienced the 
devastating power of the ugliest, most indestructible plane 
ever built, the A- 10 Thunderbolt II! 

Fly through smoke-filled battlefields, ripping apart enemy 
tanks with your 30mm "tank killing" cannon. Sustain 
damage that would cripple any other aircraft and laugh 
when your wing or engine gets blown off during 
battle. Intercept radio messages, get strategy 
tips from Jake, your co-pilot, plot your course 
and head out to kick some butt! 



Easy-to-use controls, seven missions, incredible bit-map 
explosions, a Campaign mode, an actual digitized A- 10 
cockpit and 256 color VGA graphics. 

If you still haven't tried out A-10. pick up a copy and 
discover what everyone else already knows: A-IO Tank 
Killer is more than just another simulation... it's an 
experience! 

Simulation Modules are NOT available in retail stores! 

Order them directly from Dynamix by Calling: 

Ordering and Technical Support: (503)687-8690 
Dynamix BBS: (503) 687-8497 


ller really captures the excitement and intensity of A -I0 combat. " 


A- 10 Pilot 


“If you're looking for a realistic combat flight simulator... grab A-IO. It's 

the most exciting way to get into air combat short of enlisting .” Denny Atkin: COMP VIE! 

“ Superb sound and graphics, a hallmark of Dynamix. gene rule nail-biting excitement..." 

VideoOames at Computer Entertainment 

"The explosion sequences ofA-KI are superb. Hitting an enemy tank will yield a 
crimson fireball wending its way into the sky. It looks real.'!” 

M. Evan Brooks: Computet Gaming World 



Dynamix, Inc. • P.O. Box 11806 * Eugene, OR 97440 

1 •’ designates Trademark ol Dynamix. Inc.. Vi 089 Dynamix. Inc. All Rights- Reserved. 





IBM PC and |G0% Compatibles. 64GK Tandy TX, SI 
Amiga Version coming in May of 199G. 




DRACONIAN 


Data East, 1850 Little Orchard Street, San lose, CA 95125 (408) 286-7074. 



Dare to discover 

Drakkhen — the premier title in the 
Draconian line and the first role playing 
game that combines FRP themes with the 
most advanced technical wizardry ever! 

You have been chosen to lead a hand- 
picked band of four brave adventurers on 
a treacherous journey. Your quest: to re- 
claim the mystical jewels from the eight 
dragon princes, resurrect the great 
dragon and restore the primeval realm— 
the source of all magic in the universe. 

Never before has there been an ad- 
venture as vibrant with features as real 
as this: 

if Three-dimensional graphics present a 
fantasy world in which you truly feel 
you're a part. 

if "Real-time" environment renders life- 
like animation with independent 
character interaction. 

if More than 150 unique monsters, ogres 
and dragons with over 200 on-screen 
magical spells. 

if Personalized characters to match your 
own adventure style— be you scout, 
priest, magician or warrior! 

Available for the IBM 7PC compatibles, Amiga™ 
and Atari ST™ Personal Computer. 


Drakkhen; © & TM 1989 Infogrames. United States and Cana- 
dian copyright Data East USA, Inc. Manufactured by Draconian 
under license from Infogrames. Draconian is a trademark of 
Data East USA, Inc. IBM, Amiga and Atari ST are registered 
trademarks of International Business Machines Inc., Commo- 
dore Electronics Ltd., and Atari Corp., respectively. 









p 

JUnter the Chamber 
of the Sci-Mutant Priestess— the second 
sensational title in the Draconian line — 
and explore a bizarre post-bum world 
caught in the throes of mutant treachery. 

Set on a distant planet, the Chamber 
of the Sci-Mutant Priestess combines 
mystic drama and humor with a sophisti- 
cated icon interface, so players can easily 
maneuver through the game's captivat- 
ing plot. 

You play the role of Raven, a Tuner, 
whose telepathic abilities provide a 
unique advantage when fighting the ene- 
my— a monstrous race of mutants called 
Protozorqs. 

Command eight sci-powers with 
"iconomized" ease as you probe the 
chambers of the mutants temple, search- 
ing for your abducted girlfriend while 
engaging in a brain-draining test of five 
ordeals. 

Animated and colorful, the Chamber 
of the Sci-Mutant Priestess promises 
hours of challenging intrigue for novice 
and expert fantasy game players alike. 
Don't miss out on the first psionic thriller 
of its kind— from Draconian! 

Available for the IBM’VPC compatibles, Amiga" 
and Atari ST" personal computer. 


Drakkhen; © & TM 1989 fnfogrames. United States and Cana- 
dian copyright Data East USA, Inc. Manufactured by Draconian 
under license from fnfogrames. Chamber of the Sci-Mutant 
Priestess and Draconian are registered trademarks of Data East 
USA, Inc. IBM, Amiga and Atari ST are registered trademarks of 
International Business Machines Lnc., Commodore Electronics 
Ltd., and Atari Corp., respectively. 



Data East, 1850 Little Orchard Street, Sail Jose, CA 95125 (408) 286-7074. 
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ICEMAN 

Continued from page 48 

enables Mark Seibert’s composing talents 
to really "come to the surface" with a 
musical score that is simply spectacular. 

Deciphering 
The Code 
(Conclusions) 

Written and 
designed by 
Police Quest 
creator Jim 
Walls, Code- 
Name: Iceman 
is basically a 
linear game. In 
order to win 
players have to 
accomplish one 
task after 
another. Players 
will find that 
there are a lot of layers to this game. 

After all, there is the normal adventure 
game rigors that Sierra fans have come 
to know and love and now there is the 
extra added perplexities of a submarine 
simulation. 

Overall, the "Sub Simulator" is exciting. 
Although not as complex as 
thoroughbred simulations, this sequence 


offers a real-life quality due to the fact 
that it is interlaced within an adventure 
game. On the down side, there are a 
couple of points where a little less atten- 
tion to detail would have given the game 
more playability. Specifically, the iceberg 
navigation sequence seemed too long 
and quickly became boring. The battle se- 
quences however, combined with the ex- 
ploration of the sub and the need to 
repair damaged equipment definitely 

helped to bring 
the pace back 
up to speed. 

Aesthetically, 
the game has 
much to com- 
mend it. The 
artwork 
provided by 
lead artist, 

Sheryl Loyd, 
certainly adds a 
flair and 
panache to the 
game. 

Finally, 

players will find that some of the puzzles 
are quite difficult. Fortunately, it is not 
one of those adventure games that can 
be completed in a couple of days. 

Code-Name: Iceman has a lot to offer. 

If you are a regular Sierra fan or simply a 
regular guy/gal who likes James Bond 
Movies, this is a game that you will 
probably not want to miss. CGW 



L 

Classified Information 
(Warning: Specific Hints) 

It is important to visit the bar while in Tahiti 
and to take Stacy back to her room for KIS- 
SES and "whatever". Have Johnny talk to her. 

She will tell him that she has lost an earring. 

Be sure to have him find it (She offers a clue 
about where to look.). 

Once Westland is underway on the sub, it is 
important to remember that it is the Executive 
Officer’s responsibility to insure the operational 
status of his vessel by inspecting and cycling 
all equipment in the four (4) main areas of the 
sub (i.e. Control Room, Machinery Room, Tor- 
pedo Room, and the Engine Room). 

When the submarine captain locks Johnny's 
orders in his safe, make sure Westland gets 
the combination. He will need the briefcase at 
a later point to aid in decoding the C.I.A. radio 
messages. When looking at the microfiche, A 
= Army, N = Navy, AF = Air Force and M = 
Marines. Since "N” stands for Navy and the 
number next to it is 3, you must add 3 to 
each number in the radio message. The num- 
ber is derived from the codebook found in 
Westland’s quarters. These numbers will give 
you the page number, line number and word 
number of the primary and secondary words. 

Once the player has the key words, they must 
be fed into the computer which may be found 
in Westland’s quarters. Remember, all coded 
numbers are in the range of 0-9. If a number 
goes over 9, the player must use what’s left 
over and start counting again from 0. 


When inspecting the machine room, have 
Westland examine all the machines. He must 
become familiar with the lathe, drill press, and 
the grinder. 

When playing Boss Dice, beware, the game 
only lets the player save twice. It seems that 
the odds skew towards the game and not the 
player. Fortunately, the saving grace of the 
dice game is that one does not have to play it 
through to the end. The reward at the end of 
the sequence is an electronic device that will 
provide easy access to the harbor, later in the 
game. Yet, the clever player might find 
another way. 

When under attack from enemy warships, 
the player should not forget to dive deep and 
run silent The Blackhawk is equipped with the 
latest in electronic noise eliminating 
transducers, so one should reduce speed and 
wait until the enemy fires his weapons. They 
will not be able to find the Blackhawk if the 
sub is deep and quiet enough. Then, when the 
enemy is close, "lock on” to his ship and fire 
the Blackhawk’s torpedoes. Of course, one 
should not fire weapons when the enemy is 
too close because doing so will give away the 
player’s position. The enemy warships must 
be destroyed before they are maneuvered 
directly over the sub. It will take three (3) hits 
to sink an enemy ship. 

Also, do not overlook the use of decoys. The 
player should use them when enemy torpedo 
impact is imminent or when the player needs 
to fire weapons and enemy torpedoes have 
been launched. 


CHIPS & BITS 

SPECIALS STRATEGY 


Breach II .$28 

Their Finest Hour • $36 
Keys to Maramon $28 
Malta Storm * $34 

Worlds at War $25 
ROLE PLAYING 
Starflight I *$19 

Starflight II $34 

Mechwarrior $33 
Ultima Trilogy $38 
Ultima IV or V *$38 
Ultima VI $44 

Sword of Samurai $37 
Might and Magic II *$33 
Magic Candle $34 
Champions Krynn *$34 
Curse Azure Bonds $34 
Pool of Radiance *$34 
Hillsfar *$34 

Battletech * $34 

Knights of Legend $33 
Faery Tale *$31 

Bard's Tale *$16 

Bard's Tale II *$34 

Pirates *$31 

Windwalker *$28 
Space Rogue $33 
Wasteland $16 

ADVENTURE 
Loom $41 

Hero's Quest $38 

Colonel's Bequest $38 


Space Quest I or II *$34 
Space Quest III *$37 
Indiana Jones Adv.*$35 
King's Quest I - IV *$34 
Neuromancer *$31 
Police Quest I or II * $34 
Manhunter ny or sf * $33 
Leisure Suit II or III* $38 
Conquest Camelot $38 


Crime Wave $39 
Mean Streets *$38 
The Kristal * $34 

Universe I, II, or III *$34 
Star Saga I or II $50 
Star Trek V $33 

Zork Zero * $38 

Shogun *$40 

Journey *$34 

War Middle Earth *$34 
Carmen Time? $30 


Carmen Europe? * $30 
Carmen USA? * $30 

Carmen World? *$27 
SIMULATION 
FI 9 Stealth Fighter $44 


Ml Tank Platoon $43 
Red Storm Rising $35 
A-10 Tank Killer $33 
FI 5 Strike Eagle II $37 
Falcon AT *$39 

Blue Angels *$33 

LHX Attack $41 

Gunship *$34 

Jet *$33 

ATP *$39 

UFO *$33 

Tank $34 

Test Drive II *$30 

CA, Euro Chall. *$15 

Muscle, Super Car *$15 
Hunt Red October *$22 
Gun Boat $33 

688 Attack Sub * $34 


SimCity *$33 

Populous *$34 

Promised Lands $14 
Starfleet II $41 

Empire *$33 

Nobunaga Ambit. * $41 
Romance 3 King *$46 
Genghis Khan *$40 
Bandit Kings China $40 
Omega * $33 


Visions of Aftermath$28 
Balance Power '90 * $34 
Reach for Stars *$31 
Gold Americas *$28 
Stellar Crusade *$34 
Sword of Aragon * $28 
Chessmaster 2100 $34 


Battlechess *$31 

Grand Slam Bridge $41 
Under the Ice $30 

Hidden Agenda $41 

ACTION / ARCADE 
Dragon's Lair *$45 

Budokan *$34 

Battlehawks 1 942 * $34 
Gauntlet II *$34 

Day of the Viper *$33 

Vette $33 

Harley Davidson $33 

Pipe Dream *$28 

Indiana Jones Act. * $28 
Dragons of Flame * $28 
Heroes of Lance *$28 

Obliterator $28 

Barbarian $28 

Airborne Ranger $28 

Prophecy I $28 

Low Blow $28 

Hostage * $34 

Tetris * $24 

Zany Golf $16 

WARGAMES 
Harpoon $41 

Harpoon Set 2 $22 

Simulations Canada 
All Titles ’$41 

General Quarters 

All Titles $30 

Waterloo *$41 

Second Front $41 

Red Lightning * $41 

Fire Brigade *$35 

White Death • $33 

Decis. Gettysburg $35 

Action Stations $32 

High Seas $33 

Battles of Napoleon $34 
Panzer Battles $28 


Civil War Vol 2 or 3 $28 
Rommel N Africa $28 

SPORTS 

Pro Tennis Tour *$28 
Indianapolis 500 $34 

Hardball II *$28 

Weaver 1 .5 $28 

Commissioner Disk*$16 
1989 Team Disk *$16 
Gretsky Hockey *$36 
Madden Football $34 
Madden Team Disk $19 
TV Sports Football *$34 
NFL Challenge $60 
WC Leader Board * $35 
Lakers vs Celtics $34 
Omni Horse Race *$34 


All Titles Available for MS-DOS on 5.25" Disk. 
* Titles Available for Amiga at other rates. 
Visa & MC accepted. Add $3 for shipping. 

CHIPS & BITS 
P.O. Box 234 
Rochester VT 05767 
802-767-3033 
800-753-GAME 
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ARMED, DANGEROUS, AND READY FOR ACTION: 

The D.R.A.G.O.N. FORCE, a top-secret strike force trained to 
take on terrorists wherever they attack. 


eco ertTwaaoroue© 

RANK SPEClftLTV 


Assume command of this elite force in a man-to-man combat 
simulation that requires cool thinking, not quick reflexes, to 
overcome the enemy on a dozen perilous missions. Rescue 
hostages, raid cocaine labs, destroy terrorist camps, even 
recover your captured teammates. 


THE MEN: 14 of the finest combat soldiers in the 
free world, each with his own specialty and 
unique attribute levels that improve with 
experience. 


You plan the strategy, you control each man’s actions, and 
you feel the thrill of victory when you accomplish your 


mission with D.R.A.G.O.N. FORCE. 


/ 




[♦ MORE | MEftPOHRV 


THE MACHINERY: 16 pieces of heavy-duty 
hardware, plus a few “extras”. Load up on your 
favorite personal combat weapons and you’re 
ready to rock and roll. 


THE MISSIONS: 12 critical assignments around 
the world. Different objectives, terrain, and levels 
of enemy activity make each mission a challenge 
for the Force - and you. 


/ 


A Strategy Game from 


For the Amiga (1 meg). Atari ST (512K): $49.95. 

D.RA.G.O.N. FORCE is available from your local retailer, or call 
ELECTRONIC ARTS Direct Sales at 800-245-4525 to order. 


interctel 

corporation 

P.O. Box 57825 • Webster, TX 77598 
(713) 486-4163 



Go back through time into mysterious, 
distant lands, alive with conflict, intrigue 
and passion. Koei products transport you to 
real countries with a real past. Your 
survival and conquest will take valor and 
discretion, battlefield guts and financial 
finesse, heavy handed rule and 
gentle diplomacy. 

Huge databases, gorgeous graphics and a 
friendly user interface make Koei historical 
simulations a joy to play. 



Experience Japan s Greatest 


New Excitement For The Amiga!! 


Romance of the 
Three Kingdoms 

Live Second 
Century China 


Nobunaga's Ambition 

The Struggle to 
Become Shogun 

★ Coming For The Amiga In August 


Genghis Khan 

Conquests Of 
Love And War 

^Coming For The Amiga In July 





Features Include: 

• 255 Characters, each 
with a distinct 
personality 

• Military, economic 
and diplomatic 
simulation 

• Five different 
scenarios 

• For one to eight players 

• Complete operations 
manual and 
historical notes 



Features Include: 

• For one to eight players 

• Two Scenarios, five 
levels of play 

• Instruction manual, 
historical notes and 
reference included 


The Best, Longest 
Selling Simulation 
Came Ever 
Released in Japan 





Features Include: 

• For one to four 
players 

• Two separate 
scenarios with five 
levels of difficulty 

• A Quick Resolution 
Mode that resolves 
battles in seconds 

• Advanced combat 
system 

• Characters with dis- 
tinct personalities 




You are a warlord in second century 
China. Central government has 
collapsed, creating a power vacuum 
you long to fill. Success means 
triumphing against other warlords 
and the elements, to control the 
nation. 


Take the part of a Daimyo during 
Japan's bloody, sixteenth century, 
warring states period. Increase the 
strength of your states slowly, or risk 
everything in a desperate, all or 
nothing grab for power. 


Destroy your enemies in battle, or by 
assassination, while you keep your 
populace happy, your treasury full, 
and your subordinates loyal. A 
seduced princess can produce heirs to 
govern conquered territories. 



Winner: 

1989 Strategy Game of the Year 
Computer Gaming World Magazine 


IBM & Compatibles, Amiga 



Finalist: 

Software Publisher's Association's 
Excellence in Software Awards. 


IBM & Compatibles ★ 



Finalist: 

1989 Strategy Game of the Year 
Computer Gaming World Magazine 


IBM & Compatibles ★ 


KOEI.. .We Supply The Past , You Make The History 








Realistic, complex scenarios and intelligent 
computer opponents make Koei simulations 
a challenge to win. Each game offers 
hundreds of hours of non-repetitious 
playing time. 

Koei is Japan's leading producer of 
entertainment and educational software. 
The simulations you see on these pages are 
some of the best, and longest selling titles 
ever seen in Japan. A few moments with 
any Koei product will make it clear why. 


Strategy Simulation 






IBM & Compatibles^ 



The newly appointed Minister of War has seized all 
imperial authority, and rules the Empire with malicious 
glee. Those who oppose him are branded and exiled. 

The Emperor, reduced to a shadow in his own palace, 
has one last chance to restore order and justice. ..you. 

But Gao Qiu, the evil Minister of War, will use his 
considerable power to destroy you unless you get to him 
first. And if things weren't bad enough, the northern 
border is swarming with barbarians, bent on taking the 
Empire's riches for their own. 


Bandit 
Kings of 
Ancient 
China 

Features Include: 

• Four separate 
scenarios; 

• One to seven 
players; 

• Military, Economic 
and Diplomatic 
Simulation; 

• Cast of 255 
characters with 
unique abilities, 
personalities, and 
social positions; 

• Sophisticated battle 
system that 
incorporates 
everything from 
seasonal terrain 
changes to fireballs 
and magic; 

• Not copy protected. 
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Contest 


The "Great One" Gets Greater 

Bethesda* s ". Hockey League Simulator" 


N ow that Wayne Gretzky Hockey al- 
lows players to center the lines of 
their favorite NHL teams and 
score against their most hated rivals, 
what more could hockey fans ask? They 
could feasibly ask for the chance to play 
a full season of the most realistic hockey 
simulation available, complete with the 
capacity for: keeping individual and team 
statistics, consumating player trades, 
making personnel and roster decisions, 
developing league schedules and allow- 
ing the computer to play the games 
which the players themselves do not wish 
to play. If that is what they would ask for, 
their wish is Bethesda Softworks' com- 
mand. The Hockey League Simulator 
(Amiga— $29.95, IBM — $34.95) 
(hereinafter HLS) allows players to 
manage their own leagues and incor- 
porate actual games of Wayne Gretzky 
Hockey into those leagues. 

The good news is that HLS offers its 
own play value. Even if one did not want 
to play out any games using WGH, it is 
fascinating to play general manager and 
abstract a season for one’s favorite team. 
This reviewer had a marvelous time trying 
to make the Quebec Nordiques into a 
competitive NHL team. As GM, one can 



establish the budget for the hockey club; 
fire the coach, when necessary; and ac- 
tivate players from the minors to compen- 
sate for any injuries among the rostered 
players (or allow the veterans some time 
in die minors for "conditioning"). With 


regard to personnel decisions, one is not 
taking a shot in the dark, since HLS 
provides the same statistics/ratings for 
minor league prospects as for the NHL 
personnel. 

As coach, one has the opportunity to 
set lines (even strength, power play and 
short-handed lines, just like in WGH). 

The program even features an Al to act 
as "coach" in setting the lines for the non- 
human coached teams in the games 
which are to be abstracted by HLS rather 
than played out in WGH. 

The bad news is that HLS does not 
offer an artificial intelligence to simulate 
the other general managers. So, if a 
human general manager wants to con- 
summate a trade, it is necessary to toggle 
another team to human control and 
make the trade himself. Thus, there is no 
"check and balance" in the trade 
mechanism if one happens to be simulat- 
ing league action in solitaire mode. 

With the ability to handle all of one’s 
league statistics, import results of WGH 
games into the HLS, and capacity for 
making GM-style decisions, HLS is a 
must for the computer gamer who likes 
hockey. CGVV 


WIN A Trip to Los Angeles and Meet Wayne Gretzky! 


Join with Bethesda Softworks and Com- 
puter Gaming World in our search to find the 
finest managerial mind in professional hockey 
today. 

Announcing the Hockey League Simulator 
competition. The top 50 entries will receive a T- 
Shirt and the grand prize will tie a trip to Los 
Angeles to attend an L A. Kings game and 
meet Wayne Gretzky. 

All you need to do is use the Hockey League 
Simulator to design your own "Dream Team". 
After recruiting the ultimate hockey squad, 
simply send in a copy of your team disk to 
Bethesda Softworks. In December, 1990, 
these teams will be pitted against each other in 
a single elimination play down tournament. 
When the shaved ice settles, we will have one 
Supreme Manager and his Championship 
Team. 

HLS Competition Rules 

1. Participants use the Bethesda Softworks' 
Hockey League Simulator and the 87/88 NHL 
DataDisk (included in the HLS) and design 
what they think will be professional hockey’s 
most competitive squad. 


a) Your team must contain 20-25 players, 
have 3 centers, 3 left wings, 3 right wings, 6 
defensemen and 2 goalies. You can include up 
to eight additional players at any position. The 
computer will draw upon these players as 
needed. 

b) The overal team strength, shown by the 
team editor function of HLS cannot exceed 
1,800 points total. If you choose to include 
fewer players of greater strength and, because 
of injury, your team falls below 20 players, 
Bethesda will sub in scrub players with an over- 
all rating of 55 points. 

c) You can make NO changes to the ratings 
assigned to players in the 87/88 NHL DataDisk 
included with HLS. Any change to these ratings 
will result in immediate disqualification. 

d) Teams should be saved and named, using 
your first initial, middle and last initial. The file, 
where your "team.doc" is stored, should be as- 
signed the same name. 

2. All entries must be postmarked by Novem- 
ber 31, 1990 and should be sent to: 


HLS Competition 
Bethesda Softworks 
P.O. Box 7877 
Gaithersburg, MD 20898 

All disks received become the property of 
Bethesda Softworks and cannot be returned. 

3. Your disk must be clearly labeled with your 
name, address and phone number. To be 
eligible to enter, Bethesda must have your war- 
ranty card on file. You are allowed to return 
your warranty card with your entry. 

4. The play-down tournament will start 
December 1, 1990. The winner will be notified 
prior to December 24, 1990. The trip to LA. to 
see the Kings game and meet Wayne Gretzky 
is scheduled for late January, 1991. There will 
be 250 runner-ups who will receive an "I par- 
ticipated in the 1990 Hockey League Simulator 
tournament" consolation prize. 

5. Results of the tournament will be reported 
in Computer Gaming World "The Definitive 
Computer Game Magazine". 

6. Employees, or the families thereof, of 
Bethesda Softworks, Media Technology, Ltd. 
and Golden Empire Publications, are not 
eligible to enter. Void where prohibited. 
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Pick any team from any year 'and Splay your 
ultimate dream fantasy game. Imagine 
pitting the 1970 Bruins against the 
1987 Oilers face-to-face in the most , 
incredible playoff series of all time! A 
Or, build an invincible All Star team fl| 
and take on all challengers! 


TIE CHOICE IS Y0HR8. ' 
NOW TOIl’ll IN CHARGE! 
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MAKE THE 
POWER PLAY 
ON AND OFF 

THE ICE! 

Experience the other side of Hockey, the side most people never see. Behind the 
scenes, where an elite few make the decisions that ultimately lead to victor)' or 
defeat. Enter the fast paced world of international sports management, 
where the mov ers and shakers spend millions to build their dream 
■^ 0 $. teams. Where an injury on the ice can create or destroy empires. 

Mow you can be a plaver in the game behind the game. Arrange 
trades and close deals, find that hot new talent in the farm leagues 
1 and draft him up to the majors. Keep one eve on the competition 

j and the other on the bottom line as you work to turn vour team into 

k an unstoppable juggernaut on the . 

road to the cup! t " / 


Available now for the Amiga & IBM Compatible Computers. 


A Division of Media Technology Limited 
P.O. Box 7877, Gaithersburg, MD 20898 









Announcing 


• •• 


COW’S Top Ad Award Winners 


Last January CGW sponsored its 
second annual TOP AD Awards to 
honor the best advertisements in the 
computer game industry. Forty nine 
companies joined in the competition. 

CGW readers were asked to vote for 
the best advertisements in the issue. 
They were asked to "consider the 
graphics, copy, and overall impact" of 
each ad. To encourage readers to 
vote for the best ads (instead of their 
favorite games contained in the ads) a 
prize of $250 and a lifetime subscrip- 
tion to CGW was offered to the con- 
testant who came closest to picking 
the exact order of finish. Over 700 
readers voted. 

In the "Full Page or Spread" 

Category top honors went to Koei for 
their two page spread "Experience 
Japan’s Greatest Strategy Simula- 
tions". Bill Swartz, then Marketing 
Director at Koei, hired Vince DeMardo, 
then art director at Computer Gaming 
World, to design the ad. CGW readers 
approved of the result with their votes. 
Bill has since moved on to Mediagenic 
and Vince has defected to Interplay. (It 
should be interesting to see what 
those two companies come up with 
for the Third Annual Top Ad contest 
next January). Meanwhile Koei con- 
tinues to run the award winning ad, 
apparently still drawing well. 


get a check for $250 and a lifetime sub- 
scription to Computer Gaming World. 
Congratulations to all our winners. See 
you next January for the Third Annual 
CGW Top Ad Awards. 



Full Page Winners 

1st: Koei 

453 pts 

2nd: Lucasftlm 

429 pts 

3rd: Access Software 

313 pts 



Fractional Page Winners 


1st: SubLogic 

961 pts 

2nd: Microillusions 

611 pts 

3rd: Cyborg Games 

253 pts 
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Lucasfilm Games came in a close 
second in the full page category with 
their beautiful and informative "Battle 
of Britain. CJp Close and Personal" ad. 
Third place went to Access Software 
for "Crime Wave" (five screen photos 
and a vulnerable blond babe). You 
may recall that another "blonde babe" 
ad won in 1 989's contest (Accolade’s 
"European Rush Hour Ad"). 

In the Fractional Page category Sub- 
Logic and Microillusions again 
proved that four color ads out pull 
black and white ads. Sublogic’s strik- 
ing CFO ad dominated Top Ad voting 
in this category. Microillusions 
"Scooby Doo/Spacewaste" four color 
layout was a distant second. Coming 
in third place (for the second year in a 
row) was Cyborg Games for their 
"The Next Empire" ad. 

Sau-Wing Yu of Seattle WA correctly 
picked five of the six winners. As 
CGW’s Top Ad Voter, Sau-Wing will 




Co bock through Unit into myuenont, 
tUnattl biiiilt, tin* aOh conflict, intrigue 
and portion. Koei prudutli trantpnrl you lo 
ami taunltin tiilh a real poti. Your 
runiml and conyur,! will take ndiw and 
dl/miiou, battlefield guls and financial 
fineste, bony handed rule and 
fenlle diplomacy. 
Huge Jahdavi, gorgeoni gnptna md a 
I rlendly uetr inlcrpur make Koei hielorierd 
iimnlalhmr a joy to ptoy. 


Real litre, eonpiei wenarim and hildiignil 
computet opponent! make Kon umulatiom 
a challenge lo win. loth game often 
hundred* of houn of non-tepeltlimu 
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Rings of 
Medusa 

Continued from page 43 

this area of the game is greatly ap- 
preciated. 

In addition, the game has a pleasant ap- 
pearance. The topographical map is 
pleasing to the eyes and allows easy 
recognition of the various towns, hills, 
and other landmarks. The town menu is 
similarly sharp, with the various shops 
easily identifiable. 

I also enjoyed the inclusion of mines as 
a potential source of income. This fea- 
ture allows players who have already 
amassed considerable savings to use 
their money to further increase their 
profit, while saving themselves from the 
tedious process of trade. 

Bad Points 



Unfortunately, while the graphics are 
polished, the rest of the game is in 
marked contrast to the graphics. Trading 
is extremely difficult due to the fact that 
the player can be attacked at any time, 
virtually without warning, and lose all his 
goods. The manual states that this can 
be avoided by purchasing scouts to point 
out enemy armies at a distance, but this 
is impractical. The player initially lacks the 
funds to purchase the necessary scouts 
to explore an area wide enough to pro- 
vide adequate warning. Also, even if one 
spots an army, it cannot necessarily be 
avoided. 


Perhaps, the greatest weakness in 
Rings of Medusa is lack of realism. The 
game seems to have received little 
playtesting, as glaring oversights in 
credibility Eire apparent. For exEimple, 
while cargo takes up space in wagons 
and ships, every type of cargo takes up 
the same amount of volume. Thus, a 
huge Mining Machine takes up the same 
cimount of space as a single sheet of 
parchment! Also, the player will quickly 
note that he is the only active force in 
the entire economy. As the years pass, 
goods will continuously be produced, 

Eind soldiers continuously multiplied. In a 


few dozen years, the amount of soldiers 
in the "Park" awaiting recruitment can 
double or triple the population of the en- 
tire town. At the same time, towns which 
previously boasted 50 or 60 horses will 
have amassed 300, 400 or more. 

One must also consider the poor han- 
dling of time within the game. There is 
no time limitation built into the game 
since the player can continue playing for 
hundreds of game years without penalty. 

Also, the game interface is poorly 
designed. Movement on the map, ac- 
complished via the mouse, feels very un- 
natural as the marker on the map follows 
a literal line to the mouse, rather than al- 
lowing the player to trace his path to his 
destination. In the same vein, the pas- 
sage of time in the game is much too 
fast. Several days can pass before the 
player ceui even get his mouse ready to 
send his p>eople to the next town. Since 
armies must be paid every month, this is 
very annoying. It would have been much 
better had the game based time on ac- 
tual distance traveled, rather than real- 
time. Further, the game refuses to recog- 
nize a second drive, which makes saving 
the game an arduous, disk-swapping task. 

Frankly, this reviewer can find no way to 
recommend Rings of Medusa. While the 
game has a promising premise (a fantasy- 
based strategy game), and decent 
graphics, the entire design seems un- 
professional and plagued with problems. 
Rings of Medusa is highly unrealistic, 
lacks a good interface, and seems to lack 
playtesting. All in all, Rings of Medusa 
seems an unfinished game with a need 
for a major overhaul. CGW 
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First Wargame from a New Company 

by M. Evan Brooks 


D; 


k ecision At Gettysburg (DAG) is a 
"strategic simulation" of the most 
' famous battle of the American Civil 
War. Geared to the "hard-core" 
gamer/simulationist, this product is one of 
the first "traditional" wargames to appear in 
VGA-graphics. As such, the unit counters 
and terrain are extremely attractive. How- 
ever, the question remains: is the beauty 
only skin-deep or is this simulation at the 
cutting edge of computer simulation? 

The advertising campaign of DAG pits it 
squarely against SSI's Gettysburg: The 
Turning Point. Although both products 
cover the same battle, they do so from en- 
tirely different perspectives (DAG covers a 
more operational area [147 square miles) 
while Gettysburg: The Turning Point is 
more oriented to the actual battle itself). 
Perhaps more importantly, SSI’s product 
was designed for the 8-bit computer in 
1986. While board game design may 
evolve at a slower pace, computer simula- 
tion designs generally reach functional ob- 
solescence within two years. Thus, the 
comparison between these products is 
somewhat misleading. 


Documentation 


The documentation of DAG is a total of twenty- 
one half-pages along with an attractive reproduc- 
tion of a nineteenth century map of the Gettysburg region. As 
such, it covers the basic mechanics, but offers few examples and 
no real elucidation of the meeting engagement that has, histori- 
cally, become known as the Battle of Gettysburg. 

Since this simulation covers the 147-square mile region around 
Gettysburg, it is a rare experience to encounter a battle unfolding 
reminiscent of the historical battle. However, one now has the op- 
portunity to use the Southern cavalry in a better role than Jeb 
Stuart’s "Glory Jaunt" around the Union flank in Hannover. 

Of course, utilizing this additional capacity for strategic planning 
also means that the meeting engagement may well occur miles 
from the historical battlefield. While SSI’s Gettysburg game also 
generated a different orientation than the historical battle, its 
smaller map scale compelled a slightly more "familiar" feel. This is 
not to say that DAG's perspective is erroneous, but rather to 
point out that one engages in a classic meeting engagement in 
the uicinity of the Gettysburg battlefield rather than necessarily 
over the actual historical terrain. 

The hard-copy map included with the program is virtually use- 
less. While it does give an overall perspective of the AO (area of 
operations), it is difficult to read and even more difficult to use 
with the simulation. Since the simulation uses an X-Y coordinate 



TITLE: 

Decision At Gettysburg 

SYSTEM: 

IBM with 640K 

# PLAYERS: 

1-2 

PRICE: 

$49.95 

DESIGNER: 

Jeffrey R. Wickersham 

PUBLISHER: 

TigLon Software 

4308 S. Peoria Avenue 


Tulsa, OK 74105 


system to determine unit position, a map 
with such coordinates might have been 
more appreciated. 

Overall, the documentation is marginally 
adequate as to play mechanics and less 
than adequate in the areas of operation- 
al/tactical guidelines and historical 
perspective. 

Graphics 

There is no question that DAG’s 
graphics are striking. Units are crisp and 
easily discernible, and ground ter- 
rairyVegetation is colorful and clear. How- 
ever, the entire playing area comprises fif- 
teen "maps", thereby entailing much 
scrolling to view and move troops. Fur- 
ther, when the border of the visible screen 
is reached, an annoying flicker results as 
the map "redraws" itself. 

DAG takes every bit of RAM available. 
When the documentation orders one to 
remove all terminate-and-stay-resident 
programs, it does mean all — even a 
mouse driver will cause the program to 
abort upon loading as it "unzips" itself. 

Also, terrain is noted to the nearest one hundred 
feet. Since this is true, one wonders why a full digit 
height (i.e. "300"’) could not have been used rather 
than the "xx" of the program (i.e. "3xx"). 

Finally, when exiting the program, the graphics 
mode changes to a much less crisp resolution in a "C-prompt". 
One may resume normal mode by rebooting or typing "mode 
CO80". This reviewer was impressed by the initial graphics appeal 
of DAG, but the limitations in the remainder of the program 
make the overall conclusion less attractive. 

Game Play 

After the attractiveness of the initial screen displays, the first 
thing one notes is that unit movement is solely by keyboard input 
(arrow keys). Since the overall playing field is equivalent to fifteen 
(1 5) screens, this can quickly become tedious. Also, when 
moving an entire corps, accomplishment of this by individual 
divisiorVbrigade can be an exercise in patience. 

DAG is a "real-time" program. Time marches inexorably on, and 
the unwary commander may well lose track of important events 
occurring in other areas of die battlefield. Fortunately, one can 
pause the program in order to catch up. While this partially 
defeats the "real-time" perspective, it does make the game more 
playable. 

Units may be displayed as always visible or hidden. While the 
grognard will utilize the latter option, this reviewer strongly recom- 
mends the use of the visible option in a learning mode. 
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Note that DAG is for one or two 
players. To some degree, this is not . 

extremely significant, but it does ' *** ^ 

prevent the player from using a com- • . “S’, 

puter-only mode to discern playing 

tactics. V, 

Also, the addition of some mini- f\ 

scenarios might have encouraged a 7 , v - 

better user-facility with the program 
(e.g. Chamberlain and the 20th 
Maine’s stand, Pickett's Charge, or 
even the historical second day deploy- 

ment). SP^ 

Subtitled "A Clser-friendly Strategic 
Simulation”, DAG literally begs for jMjWjijpMWMiijMBMwwBBBMMMwiMi 

mouse implementation. This 
reviewer’s discussions with company 

president Robert C. Knudson led to Tiglon’s recognition of cer- 
tain modifications which would make the program more "user 
friendly". These are currently in process and include a two player 
modem version, as well as an escort command (in which the 
player will have "the option to identify other units in the immedi- 
ate area of the escort unit. These units will follow along the same 
path and speed as the escort unit ..." The escort version should 
be available momentarily (Version 1 .2) and registered owners will 
receive the mouse version when it becomes available. 

Certain other anomalies should be noted. Time literally ceases 
between 8:30 PM and 5:00 AM. While little fighting actually oc- 
curred in periods of darkness during the war, entire corps were 
moved up to the battle lines. This may also be taken into ac- 
count in later versions. Finally, victory conditions are based upon 
destruction of the enemy army, i.e. the first army to become 
demoralized (after circa 35-40% losses) will be defeated. General 
Robert E. Lee did not intend to fight a pitched battle in the hos- 
tile Northern environs. Instead, his excursion may be more akin 
to a raid in force. His main objective was to threaten the North 
and obtain foreign recognition for the Confederate cause. Such 
recognition could well have achieved Southern independence 
and led to the establishment of customs borders along the 
Mason-Dixon line. Thus, from a strategic perspective, the destruc- 


RECOMMENDED READING LIST 

Esposito, Vincent J., West Point Allas of American Wars gives 
an excellent map perspective of the army deployments leading 
up to and during the battle itself. 


Michael Shaara’s The Killer Angels is an eminently readable 
novel about the Battle of Gettysburg — both historically accurate 
and touching. 

Shelby Foote’s The Civil War: A Narrative, Volume 2, trans- 
forms factual history into fascinating prose. 


Hattaway and Jones’ How the North Won offers both history 
and analysis of why the South lost its bid for independence. 


Also, although Martin von Crevald’s Command in War does 
not cover Gettysburg or even the American Civil War in par- 
ticular, it does cogently analyze the difficulties inherent in meet- 
ing engagements which took place before the invention of radio 
communications. 

(c) 1990, All Rights Reserved 


tion of the Army of the Potomac, while 
' — ^ desirable, was not worth the risk of the 

\ y loss of the Army of Northern Virginia. 

yf ;/ x As the simulation unfolds, the South 

f )§l must quickly destroy the Union forces if 
*' they expect to achieve a coherent and 

‘ ~ viable defense. Onion forces must trade 
'• space for time, as they seek to 
i counteract the South's initial man- 

^ 7; power advantage. However, battle tac- 

7 ^ tics must be carefully implemented. For 
example, cavalry charges against 
emplaced infantry and artillery are 
7 predestined for defeat. 

The player should pause the game to 
examine his unit status. Combat results 
occur only when units are in contact 
and the player will often realize the brittleness of a particular unit 
only when the message, "!!! Warning: One of your Major Units 
has been completely crushed" has been received. Judicious 
game pauses and relief in place will lead to battlefield success. 

Conclusions 

Decision At Gettysburg is the first product from a new com- 
pany. It attempted to do much and has actually achieved some of 
its objectives. The fact remains that it is currently cumbersome 
find awkward. However, its designers have shown a willingness to 
correct many of the deficiencies and, when this is done, DAG 
may well be one of the best operational computer wargames 
released. However, until version 1 .2 is released, one can merely 
wait CGW 

GRAND ALLIANCE 


“Grand Alliance' is a fully 
computer moderated play- 
by-mail game which 
involves the battle of survival 
between human and alien 
races. Players represent 
either a member of the 
human race or of the alien 
race with the universe as a 
setting. The game is played 
on a map of three parallel 
levels where each level is 
composed of 240 planetary 
systems. Each player must 
solve military and political 
problems within own camp 
before war can be waged 
effectively against the 
opposing race. Each side is 
faced with the same 
situations and problems to 
overcome. 


To order the rule book for your inspection 
please send $2.00 with your name and address to 

Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 84152 

Turn fees are $3.00 

Circle Reader Service #52 
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All That Glitters Is Not Iron 

UBI Soft’s Iron Lord 

by Allen L. Greenberg 



I n all of computerized medieval 
gaming-lore, there beats no 
heart more tortured by diversity 
than that of the Iron Lord. If the 
Iron Lord had any friends (which, by 
all accounts, he does not), they 
would probably call him "Iron." His 
description on "The Dating Game" 
might go something like this: "Iron 
enjoys archery, gambling, arm-wres- 
tling, horseback riding, solving other 
people’s problems, and making 
plans to send his uncle to hell." He 
is a young man, in the unenviable 
position of having lost his ancestral 
estate, as well as the dominion over 
the surrounding province to his mur- 
derous uncle. Following the death 
of Iron’s father, a sympathetic family 
friend carried off "baby Iron" to be 
reared and trained as a knight. Iron 
Lord is the story of this knight as he 
returns to his land and attempts to 
raise an army to contend against his 
uncle’s demonic followers. It’s a 
computer game in which moments 
of intense arcade pressure alternate 
with adventure and decision-making. 


The Field of Honor (Gameplay) 

The game is organized into three 
phases, the first of which finds Iron 
sitting on the doorstep of the gutted- 
out ruins of his family manor. From 
there, he can find a half-dozen other 
locations to visit, in addition to the 
castle. With a few pieces of gold in 
his iron pockets, the young deposed 
lord can begin the difficult job of finding followers to help or- 
ganize an army. Most of the characters he will encounter are 
preoccupied with problems of their own and are not interested in 
dropping these in order to go to war, even if it is against an army 
from hell. To gain the attention and respect of these people, Iron 
will find it necessary to enter and win some athletic tournaments. 
The hero must combine his success with some careful decisions 
in order to come across as a perfect leader. Only in this way will 
Iron secure the oaths of fealty necessary to emerge victorious. 


any time after Iron has recruited a 
bare minimum of soldiers. However, 
it unfolds more quickly and easily 
when Iron has secured at least eight 
or nine regiments in the first phase. 
The player is allowed six moves per 
turn, alternating with the computer- 
generated uncle’s forces. The 
strength of each regiment, as well as 
the result of each confrontation, is 
graphically displayed in the screen 
corner as the phase progresses. 

The third and final phase, which 
might have been called "blight at the 
end of the tunnel" is an arcade exer- 
cise which seems removed from the 
story which precedes it. Iron 
wanders through six sequential 
mazes gathering keys, weapons and 
mystic shields. In between the 
mazes, he faces space-invaderoid 
demons which will kill Iron provided 
they can penetrate the entirety of 
the mystic shields. 

Iron Lord's graphics are fairly im- 
pressive. The color palette oc- 
casionally seems limited, but the 
overall result is pleasing nonethe- 
less. The program also plays a 
pleasant variety of medieval music 
(in stereo where available) which is of 
the same high quality as the 
graphics. In addition to the music, 
the program produces some digitized 
grunts and other sound-effects to go 
along with the action. 

Although adventure and strategy 
are important parts of Iron Lord, the gaming emphasis is clearly 
on arcade action. These sequences include an archery tourna- 
ment in which the player selects a precise angle of firing and 
then simulates pulling back on the bow string. There is also' an 
arm-wrestling sequence which may wear out more than one joys- 
tick, and sword-play with an assassin which is also quite demand- 
ing. A game of dice makes for an opportunity to win some spare 
gold. All of this take place, as does most of the adventuring, in 
the first phase of the game. 


TITLE: 

Iron Lord 

SYSTEMS: 

Amiga, Atari ST, 
and C-64 

REVIEWED: 

Amiga 

PRICE: 

$39.95 

PUBLISHER: 

UBI Soft 

DISTRIBUTED BYrElectronic Arts 

1 

San Mateo, CA 


The game's second phase is misleadingly referred to as the 
"fined battle" (It is misleading because there is a confrontation 
which follows it). This phase is a movement/battle operation in 
which Iron’s regiments are spread out like chess pieces opposed 
to the evil forces of his uncle. This second phase may begin at 


Foul, Varlet! (Complaints) 

The primary problem with Iron Lord is that it is, at times, very 

Continued on page 65 
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While the LAPC-1 Sound Card is becoming the 
industry standard for playing games, with the 
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Join the international power bro- 
kers and guide your company in a 
global search for the world's most 
treasured resource — "Black Gold." 
Millions of dollars ride on each of 
your split-second decisions in this in- 
tense simulation of life at the top of 
the oil industry. 

Buy and sell oilfields, build pipe- 
lines, study expert surveys, track the 
competition and drill for oil in this 
frenzied race to build a dynamic 
company and bury the competition. 


• Sabotage a rival's well or hire a 
detective to guard your assets. 

• Select a quick game or a long-term 
battle for survival. 

• Play 3 computer opponents or 
compete with up to 3 friends. 

• Drill for oil, extinguish fires and 
build pipelines in thrilling action 
sequences.. 

• Manage your holdings, finances 
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terminals and telex messages. 
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ST ($39.95) and C/64 ($24.95). Now 
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sluggish. The program may not be installed to a hard drive or 
into memory. Hence, the detailed graphics move frustratingly 
slow from the floppy disk onto the screen. Many sequences must 
reload over and over again each time Iron makes an error in 
judgement or fails in an arcade endeavor. It is also necessary for 
the hero to return to his home castle in order to save or restore a 
game in progress. This process slows things down even more for 
the player who chooses to use trial-and-error to solve a puzzle. 

Finally, The documentation devotes too much space to the 
story which sets the scene for Iron Lord, and too few pages 
describing the demands of game-play. Some further description 
of the arcade action would have been particularly appropriate. 
The little which is present is often unclear. 
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a crook. 


Knight School (Hints) 


The battle with the assassin is probably the most difficult arcade 
section in the program. Rapid movement of the joystick is neces- 
sary to out-maneuver the opposition. Players should particularly 
avoid any inactivity whatsoever during this section and keep 
Iron’s sword moving at all times. 

The arm-wrestling sequence also demands extremely rapid back- 
and-forth movement of the joystick. The controls for this se- 
quence are so sloppy that players will be sorely tempted to per- 
form some artificial method of speeding up the movement of 
their joystick (like disassembling it and operating the switches 
manually). 


The Marshal’s Judgment (Conclusions) 

Purists who dislike having their favorite genre of software-enter- 
tainment intruded upon by another may find Iron Lord irritating, 
while gamers who are easily annoyed with unnecessary disk ac- 
cess may want to simply avoid the trouble. Nevertheless, it 
presents an entertaining story and offers reasonable enough 
gameplay so that most players will want to play the game 
through to the story’s conclusion. In summary, Iron Lord is an 
above-average combination of adventure, strategy and action 
gaming. CGW 
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up when conversation starts. No two 
people look alike. However, in the full- 
size view, there are only a few different 
representations. So, at times, it’s neces- 
sary to look around at people until you 
find the person you want (you see his or 
her face when you "look at" someone). 

The new interface supports mouse or 
keyboard input. With the mouse, you 
click on one of a set of icons below the 
main viewing area on the left hand side 
of the screen. Using a keyboard, you 
would hit the appropriate letter key for 
the command you want. Function keys 1- 
8 replace the party stats in the upper 
right window with the stats or inventory 
for an individual member; and arrow keys 
are used to scroll through the inventory 
(which can be large for a strong member). 

Items not used very often can be placed 
in bags or knapsacks to reduce inventory 
clutter. Clicking on the bag or sack 
shows the contents, which can, in turn, 
be taken out again, or moved to another 
member of the party. Any item, in fact, 
can be moved from one person to 
another, provided the recipient won't be 
overburdened. 

Yes, the days of the "pooled inventory", 
when you could carry around countless 
items, are gone. Each character has a 
maximum weight load, in both equip- 
ment and items carried. This limit is 
based, naturally, on strength. You can 
wear/wield armor and weapons up to 
your strength in weight, and carry two 
times strength in items total (that in- 
cludes your weapons and armor!). 

On the whole, this new graphic system 
reproduces "real world feel" extremely 
well, once you get used to it. However, 
there is a debit side: the very size of the 
world makes some travelling rather 
tedious, especially on the sea. While 
there is a quick and easy way to visit any 
major town or shrine (see Hints for more 
on this), some places can only be 
reached the hard way, on foot or by boat, 
one step at a time (and that can be a lot 
of steps). 

Dungeoneering has much the same 
drawback. Caverns and passages are so 
much larger in scale that exploring can 
become very time-consuming. I really 
missed the small, compact dungeons of 
previous Ultimas. Now, the dungeons are 
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so large that even magic gems don’t 
show you the whole level (that’s big!). 

Machine speed is another problem, 
which generally impacts the game when 
the party moves around. The more ex- 
traneous animation (animals or people 
moving, birds flying, etc.), the slower the 
response to movement of the party. At 
times, this can be excruciating, especially 
in dungeons, when the program is 
moving a number of creatures around (a 
flock of bats or insects, for example). The 
one good thing about this is: if you sud- 
denly slow down, you know there’s some- 
thing out there waiting for you. 



Since the world has changed, so, 
naturally, has combat. No more combat 
screen displaying your people on one 
side and the evil critters on the other. 
Things aren’t quite so nicely arranged 
these days. The bad guys can come at 
you from almost any direction in the 
majority of encounters. 

A new feature allows you to preset com- 
bat behavior for each member of the 
party, giving them the ability to fight in- 
dividually. They have the ability to take 
up positions automatically at die front, 
flanks, or rear; retreat from harm’s way; 
or go out and take on the nearest (or 
strongest) opponent. 

However, they will follow this setting ex- 
clusively, regardless of what may be ac- 
tually happening. If you have Dupre, for 
instance, set to guard the flank, that is 
what he does, even if the Avatar up front 
is being pounded into hamburger. For- 
tunately, even in the midst of fighting for 
your life, you can change the behavior to 
something more practical, including 
"Command", which gives you complete 
control over the member. 

The presetting, therefore, works well in 
some situations, and not so well in 


others. Experimentation is necessary 
before you find out what is best for your 
team. Against a mixed group of op- 
ponents with a powerful monster in their 
midst, "Command" will ensure that 
everyone directs their attacks at the 
greatest threat. For lesser opponents, 
rear guard with missile weapons and As- 
sault for the front line fighters is usually a 
good combination. My own preference, 
though, was to keep control of everyone. 
Old habits die hard. 

You can break off combat at any time 
and try to run away, if the situation gets 
out of hand. Some monsters will try to fol- 
low you, but others will give up the chase 
after a short while. You’ll find out which is 
which pretty quickly. 

One problem with combat is that a 
monster may be in spell or missile range, 
but not clearly visible on screen. Some- 
times, if you look hard enough, you can 
see some movement at the very edge of 
the screen, but this is easy to miss. They, 
however, can see you quite nicely, and 
you may find yourself hit with a spell 
before you even know there’s trouble. 

After combat, searching the remains (if 
any) is necessary to find treasure. This is 
usually in the nature of mundane 
weapons and armor, some gold, and the 
occasional ham or loaf of bread. If a body 
yields several items and what you want 
happens to be on the bottom, you can 
simply push the stuff you don’t want 
aside. You aren’t forced to take and, as a 
result, drop unwanted items. 

The best thing about combat is that 
much of it is discretionary. How many 
times in a CRPG have you walked out of 
town, taken a few steps, and found 
monsters breathing down your neck (or 
biting into it, as the case may be)? You 
get rid of them, take a few more steps, 
and sure enough, more monsters. 

That’s silly. If so many of them were 
roaming around, the world would have 
been overwhelmed a long time ago. That 
doesn’t happen in Ultima VI. The out- 
doors are virtually encounter-free. There 
are a few of them (troll bridges, for in- 
stance), but hardly enough to even 
bother counting. Mostly, you just have to 
avoid the occasional snake, and keep a 
guard when camping out to warn of wol- 
ves or similar natural critters. The real 
monsters are where they should be, 
down in the dungeons. 

What this does is free you up to con- 
centrate on getting things done, not fight- 
ing for your life at every turn. It is a 
tremendous relief, not to mention a leap 
forward in CRPG's generally, to be able to 

Continued on page 68 
Computer Gaming World 







Cape cod connection 


MAIL ORDER SOFTWARE 

Specializing in courteous service, we can help you navigate through the seas of 
entertainment and education software. We carry most formats! 

ANYTIME — ANYWHERE — 24 hour FAX order line 1-508-548-9419 
ON-LINE MODEM SHOPPING — 1-508-457-4558 


1-800-328-WARE (9273) TOP SELLERS: 1-800-328-WARE (9273) 


ADVENTURE 


IBM Price 

Blood Money 28 

Budokan 34 

Champions Krynn 34 

Code Name: Ice Man 39 
Colonel’s Bequest 39 

Conquests Camelot 39 

Crime Wave 39 

Curse Azure Bonds 34 

D. Wolf: Sec Agent 34 

Double Dragon II 28 

Dragons of Flame 29 

Dragon’s Lair 45 

Dragon Wars 34 

Death Track 32 

Faery Tale Adv 32 

Fool’s Errand 34 

Gold of Americas 29 

Hero’s Quest 39 

Knights of Legend 34 

Kings Quest I-IV 34 

Leis Suit Larry 3 39 

Loom 42 

Magic Candle 34 

Manhunter SF 34 

Mean Streets 39 

Mech Warrior 34 

Might and Magic II 34 

Mines of Titan 32 

Neuromancer 32 

Pool of Radiance 34 

Siege of the Sword 32 

Sorcerian 39 

Sword of Aragon 29 

Sword of Samurai 37 

Third Courier 34 

Ultima IV or V 39 

Ultima Trilogy 39 

Ultima VI 44 

Where in Time 33 

Wizardry Trilogy 34 

Zork Zero 39 

GAMES FOR 
EVERYONE 

Atlas Explorer 34 

Bridge 6.0 28 

Cartooners 43 

Chess 2100 34 

Child Writing & Publ 39 
Clue Master Dect. 28 

Hoyles Book Games 33 

Life & Death 34 

Mah Jong Master 20 

Manhole 34 

Monopoly 28 

PC Globe 48 

Playroom 33 

Risk 28 

Sargon IV 33 

Scrabble 28 

Three Stooges 34 

Tongue of Fat Man 28 

Trivial Pursuits 29 


STRATEGIST’S 

CORNER 


IBM 

Price 

688 Attack Sub 

34 

A-10 Tank Killer 

34 

Action Stations 

34 

ATP 

Call 

Amer. Civil War III 

29 

Balance of Planet 

34 

B dance Power ’90 

34 

Bandit Kings 

40 

Battle Tank Barbarosa 

41 

Battlehawks ’42 

34 

Battles Napoleon 

34 

Carrier Command 

31 

Empire 

34 

F-15 Strike Eagle II 

37 

F-16 Combat Pilot 

34 

F-19 Stealth Fighter 

44 

Falcon AT 

39 

Fire Brigade 

34 

Genghis Khan 

40 

Gunboat 

34 

Harpoon (new) 

40 

- Battle Disk 2 

22 

Jet Fighter: Adv 

34 

Kriegs Marine 

41 

LHX Attack Chopper 

42 

Main Battle Tank 

41 

Malta Storm 

41 

M-l Tank Platoon 

43 

North & South 

29 

Omega 

34 

Panzer Battles 

29 

Populus 

34 

Railroad Empire 

34 

Railroad Tycoon 

Call 

Rap Con 

34 

Red Lightning 

41 

Red Storm Rising 

35 

Romance 3 Kingdoms 

46 

Rommel: N Africa 

31 

Second Front 

42 

Sim City 

34 

— Terrain Editor 

19 

Tank (Req AT) 

39 

Their Finest Hour 

41 

Tracon 

34 

UFO 

34 

Waterloo 

42 

Wealthbuilder 

165 

Wings of Fury 

29 

Wolf Pack 

38 

SCIENCE FICTION 

IBM 


Breach II 

34 

Echelon w/sound 

39 

Star Command 

22 

Star Trek V 

34 

— Final Frontier 

34 

Starflight I 

22 

Starflight II 

34 

Space Quest III 

37 

Space Rogue 

34 

Starfleet II 

41 

Starglider II 

31 


SPORTS 


IBM 

Price 

F-40 Pursuit 

30 

Face Off 

31 

Ferrari Formula I 

29 

Gretzky Hockey 

36 

Hardball II 

34 

Harley Davidson 

34 

Heatwave 

34 

Indy 500 

34 

Lakers vs. Celtics 

34 

Low Blow 

29 

Madden Football 

35 

Magic Johnson BB 

29 

Microleague BB II 

34 

Microleag ’89 Team 

16 

Monday Night FB 

34 

Muscle Cars 

16 

NFL Challenge 

60 

Nicklaus Golf 

34 

Omni Basketball 

34 

Pro Tennis Tour 

28 

Street Rod 

33 

Test Drive II 

33 

The Cycles 

29 

TV Sports FB 

36 

Vette 

33 

WWF Wrestling 

28 


NEW OR SOON 
TO BE RELEASED 


IBM 

Bad Blood 

Battle Chess (VGA) 

Centurian 

Conspiracy: Deadlock 
Covert Action 
Day of the Viper 
Deathbringer 
Dragon Force 
Drakken 

Dungeon Master 
Dragon Strike 
Eye of the Storm 
F-14 Tomcat 
Fleet Action 
Future Wars 
Guns & Butter 
Iron Lord 

It Came from Desert 
Keys of Maramon 
Lords of Rising Sun 
Magic Candle II 
Monty Python 
New York Warriors 
Populus Data Disk 
Robin Hood 
Sands of Fire 
Silent Service II 
Space Ace 
Star Lord 
Strike Aces 
Storm Across Europe 
Wizard Wars 


NEW OR SOON 


TO BE RELEASED 

OTHER FORMATS 

Amiga 

Price 

688 Attack Sub 

34 

Altered Beast 

34 

Aquanaut 

29 

Battle of Britain 

Call 

Breach II 

34 

Budokan 

30 

Clue 

29 

Dragons of Flame 

29 

Dragon’s Lair II 

44 

Drakken 

40 

Federation 

34 

F-16 Combat Pilot 

34 

Gold of Americas 

29 

Iron Lord 

29 

It Came from Desert 

Call 

Legend Wm. Tell 

29 

Might & Magic II 

Call 

M. Johnson (1 meg) 

29 

Nuclear War 

34 

Omega 

34 

Omni Basketball 

34 

Pool of Radiance 

Call 

Rings of Medusa 

34 

Rom 3 Kingdoms 

44 

Shadow of the Beast 

34 

Siege of the Sword 

32 

Space Ace 

37 

Starflight I 

34 

The Cycles 

30 

TV Sports Basketb 

34 

Weird Dreams 

28 

White Death 

38 

Apple 

Centurai Alliance 

34 

Champions Krynn 

34 

Clue Master Dect. 

29 

Kings Bounty 

29 

Knights of Legend 

34 

Monopoly 

Call 

Panzer Battles 

29 

Pipe Dreams 

Call 

War of the Lance 

29 

Wizardry Trilogy 

34 

ST 

Altered Beast 

34 

Chaos Strikes Back 

29 

Drakken 

42 

Gretsky Hockey 

34 

Space Ace 

39 

Tracon 

39 

Waterloo 

42 

MAC 

Manhunter SF 

33 

Omega 

33 

Playmaker Football 

33 

Sands of Fire 

34 

Sim City (color) 

34 

Star Trek: Next Gen 

34 

Starflight I 

34 

Tracon 

33 


HARDWARE 

AD LIB 


Synthesizer card 130 

Pers Comp Music Sys 180 
Visual Composer 65 

Program Manual 29 

CREATIVE LABS 

Game Blaster 99 

Sound Blaster 180 


IBM COMPATIBLES 
BASIC FOUNTAIN 
SYSTEM 

* 1 Meg RAM 

* Controller 

* 1.2 Meg 5.25 FD 

* I/O Card 

* 101 Keyboard 

Basic 286/12 750 

Basic 386/20 1525 

Basic 386/25 2100 

ADD-ONS 

* 40 Meg HD 355 

* 20 Meg HD 205 

* 1.44 Meg 3.5 FD 85 

* ATI VGA Wonder 175 

* 2400 Bd Int Modem 98 

* Goldstar 1430 VGA 

monitor 350. 

* Magnavox 082 VGA 

monitor (.31 dp) 429 

PRINTERS 

Panasonic 1180 

9 pin, 192 cps $192 

Panasonic 1124 

24 pin, 192 cps $320 

PANASONIC FAX 

Panafax 135 595 

Panafax UR 140 799 

MISCELLANEOUS 

Safe Skins 17 

Curtis Surge Strip 25 
Gravis joystick 38 

Kraft Thunderstick 36 
Kraft TC 30 Joystick 36 
Kraft TC3 Joystick 25 
Maxxyoke Flightstick 69 

CENTRAL POINT 

PC Tools Delux 6.0 85 

DeLux Option Board 110 

LOGITECH 

Scan Man 199 


Calls outside the U.S. 508-457-0737 24-hour FAX Orders 508-548-9419 

10-8 EST Monday-Friday — 10-5 EST Saturday — 21 Pleasant View Ave., Falmouth, MA 02540 
We accept credit card orders (MasterCard/VISA), personal checks (allow two weeks to clear), or money 
orders. Ask about our frequent buyer program, user group specials, and our special Quarterly Newsletter 
(IBM format only). All sales final. 

Shipping Information: Software within U.S., add $3.50. AK, HI, PR and Canada add $9.00. All orders shipped 
UPS unless otherwise specified. More complete shipping information available upon request. MA residents add 5% sales 
tax. Prices subject to change. Same day shipping depending upon availability. 


Circle Reader Service #44 








Scorpia’s Column 


Scorpion’s 

View 

Continued from page 66 


get on with the main goals of the game 
without a lot of excessive combat. 

You will still be doing a fair amount of 
fighting, since this is how experience is 
gained for level advancement. Still, it will 
be happening more at times of your own 
choosing, when you feel ready for it, not 
when some random number generator 
decides to kick off an encounter. 

Magic has a new style, too. First, you 
need a magic book to record your spells. 
Then, of course, you must buy spells and 
put them into the book (you do start with 
a few). Having reagents is still necessary, 
but now the game pre- 
mixes them for you 
(based on your spell 
book), which is very 
handy. Finally, in order to 
cast a spell, you need to 
hold the book in hand 
(one hand; you can still 
have a weapon in the 
other). 

There are also many 
new spells in the arcana. 

Yet in some ways, this ef- 
fort seems wasted. The 
only really capable 
magician in the party is 
the Avatar, who gets two 
times Intelligence in 
magic points. Everyone else who is able 
to use magic gets only half "Intelligence" 
in points. In other words, there is no one 
of the Mage class to join your party. 

Conversations with the locals have been 
greatly enhanced. Now, talking to them is 
almost like talking to real people. Some 
of them have nothing crucial to tell you, 
but they will go on and on, just as real 
folks do (heh). Personality really comes 
through, too, whether someone has a lot 
or a little to say. Even some of the party 
will get into the act. lolo, Dupre, and 
Shamino occasionally break into a con- 
versation with comments or remarks of 
their own. 

Better yet, there is a "help" feature in 
the game, that highlights most of the im- 
portant keywords in a person’s verbiage. 
So you no longer need to guess what 
words out of a paragraph’s worth (or 
more) are the right ones to use. Much in- 
formation can be gained quickly by using 
this feature, with far less frustration. You 


can turn the "help" off, but it’s really bet- 
ter to keep it on. 

There is a drawback with talking to 
people; it’s called "Waiting for So-And- 
So". Everyone has a schedule that deter- 
mines when they get up, when they go 
to work, when they eat, and when they 
go to bed. Not everyone has the same 
schedule, either. Some are early risers, 
others get up late. 

It can become frustrating as you wait 
for a merchant to finish lunch so you can 
buy an important item, or for a bard to 
get out of bed so you can ask him a vital 
question. Waiting around, with nothing 
else to do (especially in the latter stages 
of the game), is very irritating. 

Another irritation was "busywork". 
Busywork is something (often a long se- 
quence of actions) that you do to achieve 
a goal whose rewards are not equal to 
the effort expended, and/or do not ad- 
vance the plot of the game. In this case, 
vnimrp 



it would have been nice to have the book 
contain some critical piece of informa- 
tion, making the long and winding trail to 
the tablet be of greater worth. As it is, 
you could skip the entire pirate map busi- 
ness and never notice the difference. 

Plot. I haven’t said much about plot up 
to now and it’s the storyline, not dazzling 
graphics or a fancy interface, that really 
determines the quality of a game. Does 
Ultima VI measure up in this respect? 

You bet your sweet bippy! There is a 
solid story here, although a little shaky in 
some respects (the sudden flatness of the 
world is hard to believe, for instance). 

The second trilogy (IV-VI) is tied together; 
there are echoes of the first with cameo 
appearances by our old friends Mondain, 
Minax, and Exodus; and the finale con- 
tinues the tradition started with IV, the 
non-violent ending. 

The land of the Gargoyles is very nicely 
done. That’s all I will say, since much of 
the game is built around 
finding out about them 
and what it is they really 
want. Obviously, they are 
more than they appear, 
but it is up to you to dis- 
cover in your many jour- 
neys through the worlds. 


the busywork is the pirate map. 

You learn very early in the game that 
Mariah needs the second half of a stone 
tablet to translate a book that lolo is drag- 
ging around with him. Eventually you 
find out you need a pirate map to tell 
you where to look for it. There are eight 
pieces to the map that you have to find. 

This would be okay, if you found out 
something really vital, or if, at least, the 
pirate treasure was very good. Unfor- 
tunately, the treasure turns out to be 
rather bland. The contents of the book 
are interesting, but not crucial to the 
game’s solution and, later on, you can 
learn the language and read the book for 
yourself anyway. Additionally, the person 
Mariah tells you to consult (after the trans- 
lation) is someone you have probably al- 
ready heard of and talked to. 

It would have been far better if there 
had been fewer pieces, say four. The 
time involved then would have been 
much less and more in keeping with 
what you team from the book. Otherwise, 


Busywork, slowdowns, 
and long walks aside, Ul- 
tima VI: The False 
Prophet is a very good 
game. The world is more 
real, and more sensibly 
put together. Little "bits" 
enhance this, such as 
mice and snakes fighting 
it out in the wilderness, 
and the midnight brawls in some of the 
taverns. The interface is easy to use 
(once you get the hang of it), travel to 
most of the major points is effortless, con- 
versation is more life-like, the graphics 
are remarkable, and the story well- 
thought-out (it is not easy to bring 
together three games that were not 
specifically designed as a trilogy in the 
first place). 

If you need help with an adventure 
game, you can reach me in the following 
ways: On Delphi, visit the GameSIG 
(under the Groups and Clubs menu). On 
GEnie, stop by the Games RoundTable 
(type: Scorpia to reach the Games RT). 

By CIS Mail (Remember to enclose a self- 
addressed, stamped envelope if you live 
in the US): Scorpia, PO BOX 338, Gracie 
Station, New York, NY 10028. 

Until next time, happy adventuring! 

Copyright 1990 by Scorpia, all rights reserved. 
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Letters from Paradise 



Loom and Doom 

Loom was a major disappointment. 
CGWs review should have said point- 
blank that the game was deterministic 
and linear, not just "easy." I spent $40.00 
for six hours of playl No exploration at all 
. . . just follow the dangling carrot. 

Chris Weaver 
Louisville, KY 

The boom review was an excellent 
piece of work — an excellent piece of 
work — quite a pleasure to read. 

Jon Brock 
Greenville, SC 

Actually, Loom has not yet been 
" reviewed" by CGW. The ’ Sneak 
Preview " in April was an advance look 
at the game with particular attention to 
the style of game and design philosophy 
underlying it. Frankly, the sneak preview 
did state that the game was determinis- 
tic in that it stated, ’The game is 
‘directive ’, . . ." and ’ the player often 
has the illusion of freedom, . . ." (CGW 
#70, p. 14). The preview also noted that 
the way magic is handled was directive 
when it quoted Brian Moriarty as stat- 
ing, ’If it is not important, you can't 
touch it.’ (p. 16). The information in the 
sneak preview was evidently clear 
enough for the following readers. 

The "Loom Sneak Preview" gets an "F" 
because of paragraph 2. [Ed: Mr. Lund 
apparently objected to the statement, 

’No, this is neither a description of the 
radical right holding the United States 
hostage, fundamentalist evangelicals 
holding the reins of our educational and 
religious establishments, nor the last ves- 
tiges of Communist Party members 
preparing for a counter-revolution.’] 

Carl Lund 
Bruno, MN 

Starting a game review with several 
paragraphs of fictional "atmosphere" rare- 
ly adds to my enjoyment of the article. In 
fact, I find it a bit annoying. The "Loom" 
review [Ed: preview] introduction, on the 
other hand, was excellent. It drew the 
reader into the article in a thought- 
provoking way. 

John Joerr 
Cincinnati, OH 

The fictional introductions are intended 


to do more than simply set the stage. At 
their best, they are intended to convey 
something about the game's fiction, flow 
and play. For example, ’ Breach of Con- 
flict’ (CGW #70, p. 34) begins with a 
narrative that actually describes a com- 
bat encounter in the game. It even refer- 
ences the important attribute and time 
factors which need to be observed 
during the combat. They are not in- 
tended to simply fill space. 

Singapore Slings A Rebuttal 

I have just finished reading my April 
issue of Computer Gaming World (#70) 
and would like to reply to Ernest 
Claridge’s letter about his visit to Sin- 
gapore. 

The Funan Centre has two floors that 
have computer software stores on them 
and many of them sell pirated games. 
However, there are also many stores 
which sell original software. In fact, 
across the road, there is another mall 
with Telahin Enterprises, which is where I 
obtained my subscription for your 
magazine. This particular store was fea- 
tured in a recent issue of CGW and has, 
several times, helped raid stores which 
sell pirated disks. 

Singapore has a lot of stores which sell 
pirated disks, but also many which are 
devoted to selling original software. I 
think that Ernest’s letter is saying bad 
things about Singapore and, especially 
the Funan Centre, and I do not want 
others who are coming to Singapore to 
expect every shop to sell pirated games. 

Dylan Herbert 
Singapore 

Actually, Dylan, we are aware of and 
wholeheartedly applaud the efforts of 
Telahin and others in Singapore to 
reduce the flagrant piracy we lamented 
in our reply to Mr. Claridge’s letter. No 
disparagement of Singapore nor the 
Funan Centre, in general, was intended. 
We wanted to broadside the ’pirates’, 
not the port. 

Formal Persuasion 

Please don’t let your writers say, "This 
reviewer" anymore. It drives me nuts. A 
simple "I" is fine. Trust me. 

Eric Kirchner 
Florence, KY 


Although CGW occasionally allows an 
informal conversational style when the 
subject matter or reviewer’s perspective 
warrants it, this editor prefers use of a 
formal style whenever possible. In par- 
ticular, the magazine’s voice attempts to 
eschew, with a very few exceptions, 
reviews and other features which read, 
’First, you do this and then, you do that. 
You always avoid this and that.’ By ad- 
ding a limited formality to our style, we 
continually remind ourselves that we ewe 
addressing an adult audience. According 
to our demogreiphics, we are eippewently 
succeeding in addressing that audience. 

Hoist With Our Own Harpoon 

In your April issue, you reported that 
Harpoon (Version 1.1) is bug free. It is 
not. In the bigger games, it will still crash 
when you try to compress time. 

Perry Riechmann 
Valmeyer, IL 

The strategy notes on page 20 (CGW 
#70) state, "Harpoon (Version 1.1) has 
been releetsed, virtually bug-free ewid 
with smaller memory requirements.’ Al- 
though you are technically correct that, 
since the adjective ’ virtually ’ literally 
means ’truly’, we stated the program is 
bug free, please note that the current 
usage of the adjective means ’practical- 
ly’ (Harper Dictionary of Contemporary 
Cl sage, p. 477). Witness the article on 
’ Virtual Reality’ in this issue as another 
example. We regularly use virtual and 
virtually as a ’weasel word" to avoid 
blanket statements. Mr. Brooks meant 
that most of the bugs had been corrected. 

I enjoyed Mr. Brook’s article, "HAR- 
POON: Tactics & Strategy" in the April 
issue. I would, however, like to correct a 
mistake in the article. Mr. Brooks states, 
"In reality, a submarine cannot cease 
movement; like a shark, it must keep 
moving in order to maintain trim — a com- 
plete cessation of movement would force 
either upward or downward movement." 

In reality, submarines have variable bal- 
last systems which allow the Diving Of- 
ficer of the Watch to flood or pump water 
into or out of the boat. The water collects 
in tanks and adjusts the weight of the 
boat. The boat should always be neutrally 
buoyant. This allows the boat to slow to 
0 knots when needed. 

Submarines also have hovering systems 
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to help maintain neutral buoyancy at 0 
knots. The hovering system uses a com- 
puter to sense the vertical motion of the 
boat and adjust the boat’s variable ballast 
to maintain depth. This system helps 
during loss of propulsion casualties when 
the boat is forced to 0 knots. 

While under the polar ice cap, you also 
use the hovering system. Submarines 
use a maneuver known as ice picking. 
You slow the boat to 0 knots under a 
thick part of the ice cap. The hovering 
system is adjusted to maintain a slow as- 
cent. The boat will push up against the 
ice and settle. In this position, you be- 
come lost in the noise of the ice. 

Submarines, then, do use 0 knot 
speeds. They occur inadvertently as 
casualties or intentionally as tactics. In 
either case, the systems are in place to 
handle and exploit this ability. 

Glenn Kenney, LT GSNR 
Boston, MA 


Point/Counterpoint of Purchase 

Working in a software store gives me 
the golden opportunity to try out new 
game releases. To date, I find that CGW 
is the most accurate of all magazines con- 
cerning the trends in the computer 
gaming industry. Keep up the good 
work! Thanks. 

Christopher S. Purdy 
Appleton, Wl 

1 used to use your magazine to help me 
choose which new computer games to 
buy. But lately, it seems that the games I 
see in the "Taking A Peek" section have 
been on the shelf for many weeks, if not 
months. Let alone the regular review, like 
on Breach 2, which I’ve had for several 
months. 

I know lots of new games come out 
every month, but it seems you’re falling 
WAY behind. I hope you can "catch up" 
soon. 

Rick Weindel 
Citrus Heights, CA 


We are thankful that there are folks 
who appreciate the job CGW does with 
regard to covering both trends and 
games in the entertainment software in- 
dustry. However, there are some unfor- 
tunate trends which mitigate against 
prompt coverage. First of all, we do not 
include a game in the " Taking A Peek " 
section of the magazine until we have a 
production copy in our hands. Since 
several companies ship review copies to 
the press up to two weeks after they 
ship the games to the stores and the ear- 
liest they can appear in the magazine is 
a month and a half to two months after 
we get them, there is a necessary time 
lapse. Rest assured, however, that the 
appearance in " Taking A Peek " means 
that the products are " on the market’. 

We do try to keep you current, however, 
with Consumer Electronics Show 
reports, buying guides, surveys and 
sneak previews. In fact, most people 
think we tend to have the most timely 
coverage available. 

CGW 



SOUND MASTER® 

THE ONLY SOUND ENHANCEMENT BOARD 
THAT WORKS WITH ALL PC GAME TITLES 


MORE THAN A MUSIC CARD -A LOT MORE! 

Sound Master now supports the internal PC sound system! This makes Sound Master 
compatible with all game titles. Sound Master radically improves your existing PC sound 
quality! Plus you get an advanced 3-voice music synthesizer andz. DMA driven digitizer for 
real life speech, music, and sound effects-just like 
an Amiga, Apple IIGS, or Tandy 1000 SL/TL. 

Electronic volume adjustment. True multipart 
music, speech, sound effects, internal speaker 
support.. .all in STEREO! Dual digital input ports 
(with power and ground) accept Atari, Com- 
modore, and other true game-machine joy-sticks 
and other "real world" input devices (drivers inclu- 
ded). 

A COMPLETE PRODUCT 

Demo software and speakers included! Or use 
your own stereo headphones or Hi-Fi system. 

Board installs in minutes into an available slot (not 
for use with micro-channel bus). One year war- 
ranty. Made in U.S.A. Best value for a PC sound board! Ask for a list of supporting games. 
Covox has been manufaturing sound products since 1 984. 

A TERRIFIC BARGAIN AT ONLY $99.95 (plus shipping) 

COVOX INC. 503-342-1271 

675 Conger St. FAX 503-342-1283 

Eugene, OR 97402 BBS 503-342-41 35 

All Trademarks acknowledged as the properties of their respective owners. 

Copyright © 1990, Covox Inc. SOUND MASTER is a registered trademark of Covox Inc. 


TO ORDER BY PHONE: 

Call (503)342-1271 (8-5 PST) and 
have your VISA/Mastercard ready. 
Shipping cost is $5 per order, or $8 for 
fast 2nd day air delivery. Most phone 
orders processed within 2 working 
days. Sorry, C.O.D.’s not accepted. If 
ordering by mail, allow two weeks for 
personal checks to clear. 30 day return 
guarantee if not totally satisfied. 
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NAVAL SURFACE COMBAT 
TACTICAL SIMULATION 
1922-1945 

A COMPUTER WARGAME of unparalleled authenticity— the type of simulation 
used at the Naval War College for training and tactical analysis. 

Scroll/zoom battle plot, 21 display/status boards, gunnery by director or local control (manual 
or automatic), smoke, starshells, searchlights, radar, shore batteries, burning oil slicks, list/ 
stability, capsized hulks, torpedo spreads, damage control, flares, counterflooding, exploding 
magazines, weather; Battle, Strike, Escort, Raider Missions, 7 levels of difficulty, challenging 
computer opponent, automatic scenario generator, and more! 


“...unparalleled in today’s market. The play value Is superb. ’’ 

- COMPUTER GAMING WORLD 
“...players who seek true authenticity will treasure it as 
a masterpiece. ’’ - GAME PLAYER S PC STRATEGY GUIDE 

★ ★★★★★★ • ★★★★★★★ 

5-1/4”, CGA, DOS 2.1 +, 640K, 4 Disks, 160 pg manual, 30 scenarios, 180+ ship classes. Not copy protected. 
$49.95 (tax, shipping, handling included) 


Conflict Analytics-P 119-2 Norfolk Rd., NAS Alameda, CA 94501 (415) 865-6966 
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Discover on your own if this claim is true as you, the young Crown Prince ofMorenor, challenge the evil goddess Medusa. 
Conduct trade, gamble in the Casino of the Trolls, find treasures, equip an armada of ships and engage in sea batde. Hire 
and fire warriors for your land army and go into battle. Explore 33 cities, 13 castles and 3 islands. Find the five magic 
rings of the kingdom and put them together in the Temple of the Athenians. It is your only hope to call Medusa into 
battle. 

• 3500 Kbyte of data, over 500 Kbyte of digitized sound STAR GAMES 

• Beautiful graphics, excellent strategy and game action 708 W. BUFFALO AVE, SUITE 200 

• Weeks and months of game experience TAMPA, FL 33603 


Can’t find RINGS OF MEDUSA? For orders only, call: 1-800-783-8023. Retail price: $49.95. Available for: Commodore Amiga, IBM PC, Tandy, 100% Compatibles and Atari ST. 

All product and brand names are trademarks or registered trademarks of their respective companies. 
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Our Keys To The Future 

The Computer Learning Foundation! 

We’re helping you put kids on computers. 


Computers and software can unlock kids' 
creative potential. We help people understand 
technology. As the official host of Computer 
Learning Month® every October, we facilitate 
thousands of classroom and community 
programs, helping millions discover the 
benefits of using computers. 



Our TV series, books, programs and contests 
are available to teachers 
and parents everywhere. 

And now families can 
save up to 50% on top 
software and accessories, 
approved by the Foundation, through 
our partnership program with Del Monte® 
Snack Cups. So, write us today: 

Computer Learning Foundation, Dept. 
P.O. Box 60007, Palo Alto, CA 94306-0007. 


Consumer information on [software] programs remains 
spotty at best. A potential solution. ..the Computer Learning 
Foundation will evaluate and recommend software for its 
educational value, as well as provide information to both 
schools and families on how to integrate computer-based 
learning into everyday life .** —NEWSWEEK 

Computer technology is here to stay. It is imperative that 
we prepare our children to use the tools of their times. 
...[Technology] should be fully integrated into our 
educational methods if we are to realize its many benefits* 
—BUSINESS WEEK (special section article by 
Sally Bowman, Computer Learning Foundation Director) 





COMPUTER 

LEARNING 

FOUNDATION 



The Computer Learning Foundation is a non-profit organization sponsored by: 


Academic Computing® 

American Educational Computer 
Apple Computer, Inc. 
Britannica®Software, Inc. 
Broderbund Software, Inc. 
Classroom Computer Learning 
Compu-Teach™ 

Computer Gaming World 
Curriculum Product News 


Davidson & Associates, Inc. 
Del Monte Foods, USA 
Electronic Learning 
First Byte® 

Great Wave Software® 

IBM Corporation 
inCider Magazine 
Jostens Learning Corporation 
The Learning Company® 
Logo Computer Systems, Inc. 


Microsoft 

Prodigy Services Company 
Scholastic Software,™ Inc. 
Sierra® 

Software Publishers Association 
Tandy®/Radio Shack® 

T.H.E. Journal 
Teaching K-8 
Today's Catholic Teacher 




Pesticides increase the food supply, kt they 
are expensive -- and damaging to the 
environment. 


Balance of the Planet 

Continued from page 19 


the issue in the player’s hands. He allows 
the player full access to all of the game’s 
variables and makes it possible for the 
player to change the potentially biased 
factors. Each of the 1 50 formulas in the 
game has an optional background 
screen which explains the mathematics 
and reasoning behind the formula and al- 
lows the player to alter the variables with 
the click of the mouse. 

For instance, if the player feels that 
nuclear power is a safer and more viable 
option than popular opinion or Crawford 
presents, the player can change the vari- 
ables to reflect that view. The player can 
alter the probability of nuclear accidents, 
the amount of damage a radioactive 
release causes in terms of lives and the 
rate at which nuclear energy becomes 
more widely used. 

It is a sneaky, but powerful solution to 
the problem as it adds another level of 
value questioning and creation. Several 
of the equations call for determining the 
value of a human life. It may be offensive 
to some to consider a point value for a 
human being, but as Crawford states in 
the documentation: "If we can't make life 
and death decisions on a rational basis, 
how then can we make them?" 

A provocative caption on one formula, 
typical of Crawford’s gadfly nature, reads, 
"Here again I am asking you to place a 
value for the life of a human being. In 
this case though, the human being in 
question is poor, lives in a faraway place 
and speaks a strange language. Perhaps 
his life isn’t worth as much?" 


talist, Industrialist, or the Third 
World perspectives, the player can L 
manage the world from that point 
of view. When playing the Pro- 
Nuclear scenario, nuclear energy 
is the panacea for the world’s ener- 
gy needs and its dangers are mini- 
mized. Or, when playing from the 
Third World perspective, success 
lies in meeting the needs of the 
poor majority on the planet. Play- 
ing each scenario gives one a broader 
view of the differing factions in the en- 
vironmental battlefield. 


Frankly, Chris has missed an important 
point. Before you can educate, you must 
entertain. You must engage the player as 
fully as possible. Only during those peek 
gaming experiences (that only the great 
games provide) where you lose track of 
time, where all of life’s priorities suddenly 
lose precedence and you have the 
gamer’s entire attention, are they recep- 
tive to any message the designer may 
have. Without this engagement, the mes- 
sage has no power. 

Balance of the Planet is a noble effort. 

It has very important concepts to teach, 
but it is just not fun. It is not a gaming 
experience that engages one as a gamer. 
Indeed, at times, it seems more like a 
bunch of formulas that have a secret 
combination that can only be deciphered 
by educational but boring iteration. You 
don’t know how much I want to say that 
BOP is a wonderful game. After all, it was 
wrought from wonderful intentions and 
has an important message. Further, I 
respect the designer for having the 
courage to risk everything for his convic- 
tions. Still, if the game is not fun, it simp- 
ly wouldn’t be right to endorse it for 
gamers who expect to be entertained by 
their entertainment software. 


Ecology 101 

Balcince of the Planet is a tough game. 
The average score for a first game is 
around -1 0000 points, in other words, 
complete failure. This is intentional. Craw- 
ford does not want people to think that 
they can sit down and solve the world’s 
problems in a half hour. This evil wizard 
of consumption combined with pollution 
will not fall with the stroke of a broadaxe 
and the blast of your favorite wand. This 
wizard is very big, very ugly, and, in this 
fantasy universe, nothing is ever black 
and white. 

Of course, the game is a tremendous 
educational resource. The documenta- 
tion is a wonderful. It is practically a 
textbook of environmental issues. It 
makes interesting and informative read- 
ing and bears Crawford’s distinctive style 
throughout. We must compliment Craw- 
ford on its thoroughness and clarity. 


Instructive Criticism 


Seeing Through Nuke-Tinted Glasses 

In addition to creating their own biases, 
players can play using pre-created biases. 
By loading tile Pro-Nuclear, Environmen- 


Is Balance of the Planet fun? No. It is, 
however, a game with a message — a 
game designed to affect change in its 
players. It is the most explicit example to 
date of the game designer/artist’s 

— view of the computer as p— 
- — a tool for social change. 

— — It is a fulfillment of this Lm 

messianic agenda and, in 
that sense, it is the He 

closest thing to "art" to Hj 
be sold as computer 
entertainment. This 
game is simply not going 
to have you leaping out 
of your chair and throt- 
tling your CRT in excite- 
as a ment, but it may well ; 

change the way you live 
in regard to your world. 

At the very least, it may 
get you to think about it. Hfc 


this is itf tax that sou levg on Pesticide Use 
Increasing it will discourage product! os, this 
Kill have loth eiwiwnwental and economic 
consequences. although sou can change 
the saskers so* mi see i median effects 
in the ter chart, the effects an the wrld 
will not take place until sou Execute Policies, 
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people ready to join will be of the fighter 
variety; I could find no true mage in the game 
to become a member. Even Mariah wasn't in- 
terested (well, maybe she had enough last 
time out). 

On the other hand, offensive spellcasting is 
not all that necessary in most instances. The 
majority of opponents can be handled quite 
nicely with good old hack-and-slash, and per- 
haps a judiciously-cast spell or two. Two 
weapons that I found surprisingly effective 
were slings and boomerangs (this obtained 
only from Gargoyles). 

They were especially good against minor crit- 
ters such as bats, rats, wolves, spiders and 
the like: the sort that are easy to kill but you 
hate to waste good arrows and crossbolts on. 
Slings never run out of ammunition, and 
boomerangs always come back (the closest 
thing to the beloved magic axe of yore in the 
game). You can even use these in close-up 
combat, avoiding the need for quick weapon 
changes in many cases. Against something 
really powerful, such as dragons, however, 
you will want weapons with better damage 
ability. 

The Dragons of DestardtThe dragon cave 
(Destard) is full of tough, mean, nasty critters. 
The dragons are not pushovers. They have 
strength in excess of 50 (yours can only go up 
to 30), are fast, somewhat resistant to spells, 
and fond of casting their own ("Chain Bolt", in 
particular). 

A few of the latter and you can be in trouble 
pretty quickly. Unless you're going in there 
specifically to fight for experience, stealth is 
the better way to go around. Invisibility rings, 
and the Mass Invis spell, are the best means 
of getting your party through intact 

Arcana: Speaking of spells, you don't need 
to have all of them to finish the game. In fact, 

I didn't use too many myself. Most useful in 
general were Heal, Great Heal, Unlock Magic, 
Dispel Field, Fireball, Lightning Bolt Detect 
Trap, Untrap, Telekinesis, Disable, Mass In- 
visibility, Vanish, and Pickpocket Explosion is 
handy if you don't feel like lugging powder 
kegs around. 

There are only four people who have spelts 
for sale, and none of their spells overlap. So, 
when you find someone with spells, "buy" in 
each circle to see what they have for future ref- 
erence. Also, check out the prices of their 
reagents, so you know who has what and for 
how much. 

Be careful when you drop things off for 
storage. It's tempting to use Lord British's 
castle, but too many items in the area can 
cause some to vanish, and may even prevent 
you from winning, if it's a unique object that 
disappears. Apparently, this is a pretty honest 
world and anything you leave in a town will al- 
ways be there when you return. So don't be 
afraid to cache a few things in Britain or 
Jhelom or wherever. Just remember where 
you stored the stuff! 

Ultimate Wisdom: NEVER BURY A 
MOONSTONE! You may be inclined to put a 
few in places that can’t be reached with the 
Orb (such as Buccaneer's Den), but don't do 
it! At the end of the game, you must have all 
eight stones together. If any are buried, you 
will have to wait until both moons are down 
before you can retrieve the stone. That can 
mean a long wait (bet you wonder how I know 


that). On the verge of completion, 1 was 
forced to camp and camp and camp, waiting 
for the moons to go down so I could get back 
the one (good thing it was only one!) stone I 
had buried early in the game. 

Lore Of Strange Encounters: When you 
go into the pirate cave after the pirate 
treasure, be certain that you have either a 
powder keg (you need only one) or the "Ex- 
plosion" spell. If don't one of those, your trip 
will be in vain and you'll have to do it over 
again. This cave, by the way, is not the same 
as the one in Buccaneer’s Den. 

You might have a problem with 
Ephemerides and lenses. Whenever you ask 
him about lenses, his response is "what sort 
do you want?" and the conversation only goes 
in circles from there. It is best to stay off that 
subject until the proper time, to avoid frustra- 
tion. 

By the way, the glass sword is back. It is a 
pretty potent weapon that can only be used 
once, but delivers a devastating shot of 255 
points worth of damage. This time, there are 
a number of them in the game and they can 
be extremely helpful when facing a dragon or 
similar tough opponent However, I do advise 
you to hold on to one of them. You'll need it 
for something special late in the game. 

Captain John in Gargoyle Land is very im- 
portant Until you find him, you won't be able 
to do much on the other side of the world. He 
is not easy to locate, since he camps out in a 
dungeon. Search for him among the moun- 
tains far to the southeast of the Tomb of 
Kings. 

Of the three Shrines in Gargoyle land, only 
Diligence is likely to give you any problems. 
Here is where having a Wizard Eye or X-Ray 
spell is extremely useful. Otherwise, you'll 
have to be very diligent indeed to find what 
you’re looking for. 

Looking for dungeons on the cloth map can 
be difficult I advise a bright light and a mag- 
nifying glass (really!). All dungeons are located 
in mountains, so concentrate your efforts 
there. They look something like black 
splotches (the dungeons, not the mountains!). 
There are more than the usual seven this 
time, so look carefully. 

Some nice things and a lot of spider silk can 
be found in the Spider Cave southwest of the 
Abbey. The spiders are not especially difficult 
opponents, and the webs can be broken by 
hitting them with a weapon (any weapon). 

Floor traps in some dungeons are a prob- 
lem. They can not be revealed with Detect 
Trap, or undone with Remove Trap. Search- 
ing or digging where you know they are does 
nothing. Someone has to walk over it At that 
point, the trap becomes visible, and can be 
pushed aside. Spikes are not movable (al- 
though visible); however, the Vanish spell will 
get rid of them. 

The ghost in Skara Brae is something of a 
red herring; neither I nor anyone I know to 
this point who has finished the game was able 
to do anything about him. If anyone does 
manage to solve the murder, I’d like to hear 
about it (the Seance spell did nothing here). 

Finally, in the Ultima tradition, Smith the 
talking horse is still not worth visiting (unless 
you don't have anything better to do). His "in- 
formation" is not in the least important 

CGW 
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View 

Continued from page 68 


A Lost Scroll of 

Britannian 

Wisdom 

Ultima VI Tips 
As Told By Scorpia 

Lore of the Ubiquitous Arachnids (Spe- 
cial Bug Note): Early releases of Ultima VI 
are known to be definitely buggy. Problems in- 
clude bizarre graphics, vanishing inventory 
items, and game freezes, lockups or crashes 
at certain points or under certain conditions. 
You should check your version of Ultima VI by 
using control -V after booting the game. The 
number should be 3.2 or higher. If it's less 
than that, you should return the game to 
Origin for replacement ( especially if it's 1.7). 

Geographic Orientation: The first thing to 
do (after helping yourself to whatever you 
want from the castle), is to learn how to use 
the Orb of Moons. It can take you to any of 
the eight major towns and shrines, and cuts 
down enormously on travel time in the game. 
Altogether, there are 24 positions for the red 
moongate. Make sure you find them all (two 
of those positions will not actually take you 
anywhere, but it's nothing to worry about). 

When you know how to get around quickly, 
visit Yew and buy some swamp boots for your 
party. These nifty items allow you to walk safe- 
ly through swampy ground, thereby prevent- 
ing poisoning. In Moonglow, you should buy a 
sextant This invaluable instrument when 
used with the latitude and longitude lines on 
the cloth map, will always give you your exact 
position in the world. It is especially helpful for 
relieving your mind on long ocean trips, prov- 
ing that you're really moving (grin). 

One place you should get to early on is 
Cove. Very important information can be 
learned here. The difficulty is the proximity of 
the Shrine of Compassion and its attendant 
Gargoyles. You may want to try sneaking in 
by skiff along a water route when you get 
close. 

Since there is no real difference between a 
ship and a skiff, except for the ship's cannons, 
it makes sense to do your water journeys of 
all kinds with the skiff. The skiff, while heavy 
(25 stone!) can be picked up and taken with 
you. There are many places in the game 
where having a skiff with you can be of great 
help. Poor Dupre, as the strongest member at 
the time, was elected the Official Skiff Bearer 
of the party. It took up half his inventory allot- 
ment, but it was definitely worth it 

Enlisting Adventurers: Who you have in 
the party (aside from the trio of Shamino, 
lolo, and Dupre) is up to you. Most of the 
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Continued from page 6 

are rewarded with additional character 
abilities as they successfully struggle 
through the Five Ordeals, et al. The 
storyline, though short is fairly well knit 
together and the game features good 
enough graphics and sound so put an 
Amiga through its paces. Amiga 
($49.95). Circle Reader Service #5. 

NORTH & SOOTH: Picture the epic 
grandeur of the hit mini-series and rest 
assured that this game is the furthest 
thing from it. Based on the French comic 
book "Les Tuniques Bleu", "North & 
South" offers arcade fun for the strategy 
game minded (or vice versa). The game 
offers zero to two player options with mul- 
tiple difficulty levels and quick and clean 
play that features plenty of options, 
scenarios and variants for everyone. In 
fact, a pure strategy variation is even 
available for the wargamers among you. 
About as historically accurate as Mr. 
Peabody’s "Wayback" machine (remem- 
ber the episode with General Sherman?), 
"North & South" is twice as fun as a bar- 
rel of Lincoln logs. IBM ($39.95). Circle 
Reader Service #6. 

Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 

LHX ATTACK CHOPPER: If you're look- 
ing for an arcade-style helicopter game 
with great graphics and sound, LHX 
could be the game for you. It is easy to 
learn and use, but it is not the simulation 
it purports to be. IBM ($59.95). Circle 
Reader Service #7. 

LOW BLOW: While other games (notab- 
ly the coin-op hit "Punch Out" and 
Accolade’s "TKO") also allow you to 
progress up the ladder to fight for the 
championship, the beauty (or ugliness, 
depending on one’s point of view) of this 
game is the added dimension of fighting 
dirty. Cl sing simple interfaces, each boxer 
has a dirty trick up his sleeve (or in his 
boot, as kicking is allowed) to go along 
with the swings and jabs. Clse the dirty 
trick too often, however, and the fighter 
is disqualified. The graphics, animation 
and sound are all top caliber. IBM 
($39.95). Circle Reader Service #8. 

SKI OR DIE: There’s no fight like a 
snow fight. This arcade package of winter 
sports games is a youth-oriented action 
cartoon. Downhill skiing (with hairy 
stunts), snow ’tubing against the in- 
famous Lester, Aero Aerials and snow 
boarding join the snowball fights as you 
encounter punk penguins and bunnies 
with chainsaws. If you’re hip, dude, this 
game is loads o’ snow blown fun (totally). 
IBM ($39.95). Circle Reader Service #9. 



LHX Helicopter 



Low Blow 



Ski or Die 



Future Wars 



Security Alert 


Interplay Productions 
1575 Corporate Drive 
Costa Mesa, CA 92626 

FOTCRE WARS: What a recipe! Take a 
present day person, throw them into a 
time machine and hurl them back into 
the Middle Ages in "time" to discover a 
typical ultimate-threat-to-mankind scale 
galactic plot, complete with evil alien 
beings. Then, push that character 
through the paces of saving the human 
race. This is all a matter of course while 
involved in "Future Wars". The all-mouse 
interface is certainly simple to use, and 
the soundtrack is even available on CD! 
Amiga ($49.95). Circle Reader Service 
# 10 . 

Intracorp, Inc. 

14160 SW 139th Court 
Miami, FL 33186 

SECGR1TY ALERT: The boss was very 
relieved to hear that no one in the office 
has what it takes to be a thief (but play- 
ing this game could certainly teach you). 
This real time game pits the player 
against over 1400 mazes filled with 
roving guards, hidden cameras, infrared 



beams and many other gadgets designed 
to create player paranoia. Options and 
challenges abound as players must really 
think like thieves to succeed! C64-128 
($29.95). Circle Reader Service #11. 

Miles Computing, Inc. 

51 15 Douglas Fir Rd. #1 
Caiabasas, CA 91302 

AQOANAGT: This is a classic arcade- 
maze game using the familiar assault 
against an underwater alien stronghold 
theme. Some strategy is involved in pick- 
ing a route and, of course, there is the 
climactic confrontation with the ultimate- 
bad-guy at the end of it all. Amiga 
($49.95) Circle Reader Service #12. 

Sierra On-Line 
Coarsegold, CA 93614 

CONQGESTS OF CAMELOT: Sierra 
quality meets the Arthurian legend in the 
search for the Holy Grail. The storyline ex- 
pertly weaves Christian and Celtic lore 
together into a fascinating mosaic of 
mystery and myth. As Arthur, players try 
to succeed where three knights before 
them have failed. Rescue the knights, 
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find the grail, and then, it’s chalice time! 
The Mark Seibert soundtrack adds a mar- 
velous Celtic ambiance. IBM ($59.95). 
Circle Reader Service #13. 

SORCERIAN: A hit Japanese ar- 
cade/role-playing game imported to the 
(Jnited States, "Sorcerian" just does not 
have the Sierra feel to it. While the variety 
of screens is nice, the Japanamation 
aspects of the game and the arcade-style 
graphics just don’t measure up. The 
scope of the adventure might be there, 
but where is the computer role-player 
with the patience to sit through an epic 
arcade game? IBM ($59.95). Circle 
Reader Service #14. 

Simulations Canada 
P.O. Box 452 
Bridgewater, Nova Scotia 
Canada, B4V 2X6 

BATTLE TANK, BARBAROSSA TO 
STALINGRAD: If you’re familiar with Sim- 
Can wargames, you know that they don’t 
offer anything in the way of graphics. In- 
stead, all of the information is presented 
in text format with laminated map cards 
and grease pencils to help the player 
track the movement of forces. Set during 
the first two years of the Germany’s World 
War II invasion of Russia, "Battle Tank" 
gives the player the feel for commanding 
small units on a grand tactical scale. 
Reports are received (often through 
static) from the various platoons and com- 
panies under a player’s command and or- 
ders are issued to them. Information is 
presented via report screens, but with no 
graphics and sound, something seems to 
be lost on a tactical scale. IBM. Circle 
Reader Service #15. 

MALTA STORM: This is a nice wargame 
for those who enjoy in-depth strategy. 
Reviewing intelligence reports, setting na- 
tional priorities and watching the grueling 
blow by blow losses of valuable ships and 
airplanes can really get a strategy- 
oriented wargamer going. Many options 
confront players each in each phase to 
provide an interesting and challenging 
game. IBM. Circle Reader Service #16. 

Strategic Simulations, Inc. 

675 Almanor Avenue 
Sunnyvale, CA 94086 

WATERLOO: This British import packs 
a lot of interesting features. While, techni- 
cally, a wargamne, it plays more like a 
"battlefield simulator". The player com- 
mands either the French or Anglo-Allied 
army on that fateful June day in 1 81 5. As 
Napoleon or Wellington, dispatches are 
received from subordinate generals and 
orders are issued to them. The graphics 
offer the players a commander’s-eye view 
of the battlefield. Orders are issued by 
typing in command words in simple sen- 
tences as the colored squares and rec- 
tangles of infantry, horses and cannons 
do their dance of death. IBM and Amiga 
($59.95). Circle Reader Service #17. 



Conquest of Camelot 



Waterloo 



Conflict 


UBI Soft 

511, Sir Francis Drake Blvd. #C 
Greenbrae, CA 94904 

PGFFY’S SAGA: This cute little French 
game has you playing the role of a 
bouncing, pseudo "Pac Man" like ball 
(either the male Puffy or the female Puf- 
fyn) through a "Gauntlet" like multi-level 
arcade-style maze. Puffy opens his mouth 
and shoots arrows at the various 
monsters (many of whom are also right 
out of "Gauntlet II"). In fact, this bit of 
French software is similar enough to 
"Gauntlet" to feel familiar and comfort- 
able with, yet different enough to be en- 
joyed for its own challenges and puzzles. 
Vive la difference! Amiga ($39.95). Circle 
Reader Service #18. 

Virgin Games 
18001 Cowan 
Irvine, CA 92714 

CONFLICT: Good morning, Prime Mini- 
ster. It is January of 1 997, and you are 
the new head of the Israeli government 
(the old head was assassinated — great 
job security, eh?). Your task is simple 
enough, force hostile neighboring states 



i-' 






Sorcerian 



Puffy's Saga 



NY Warriors 


to collapse and, in so doing, preserve Is- 
rael. Military and political options are 
simply and clearly presented, but nuclear 
research is where it’s at if you really want 
to threaten those diabolical neighboring 
countries. This is a fascinating game with 
a definite pro-Israeli bias. It plays here, 
but it won’t play in Tehran. IBM ($14.99). 
Circle Reader Service #19. 

NY WARRIORS: Yet another of the 
standard arcade warrior vs. the hordes 
shoot ’em up. There is plenty of violence 
as the player dodges the bullet(s), picks 
up better weapons, and generally rains 
down death and destruction upon the 
gangs of New York in an attempt to get 
to the World Trade Center before the evil 
terrorists set off the nuclear bomb 
planted therein. One of the new "Mega- 
Games" from Virgin, this game is a virtual- 
ly intact replica of its Coin-Op Arcade ver- 
sion. One and two player options, re- 
quires 1 meg. Amiga ($49.99). Circle 
Reader Service #20. 
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vx Absolutely 
Mesmerizing " 



That’s what Computer Gaming World says about MECHWARRIOR. 

Pilot giant robot-like ’Mechs into battle. Victory means more money, 
more status, more firepower. Defeat means death. 

FASA’s Battletech universe of 3 lst-century political and military strife 
comes alive in accurate detail on MS-DOS computers. With role-playing 
depth and strategic challenge. And incredible 3-Space™ combat realism. 

The result, says CGW “forces the player to suspend disbelief like no 
previous product!’ 


lst-Person Cockpit View. Heads-up Dis- 
play with map and status readouts, radar- 
assisted navigation and recon, and pinpoint 
weapons control. 

AcWisioM 

MECHWARRIOR, See your local retailer or call 1-800-227-6900 to order. 

© 1990 ACTIVISION. Software © 1989 Dynamix, Inc. Battletech, BattleMech, and Mechwarrior are reg. trademarks of FASA Corp. 3-Space is a trademark 
of Dynamix, Inc. MS-DOS is a reg. trademark of Microsoft Corp. 
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Choose from 8 Different ’Mechs. From 
the lightning-fast Locust to the awesome 
Warhammer, each has its own strengths 
and weaponry. 



Special Report 


Game Technology 

Continued from page 26 


fingers flexing while the Polhemus track- 
er locates the gloves position three- 
dimensionally. In this way, the user can 
reach out and manipulate the objects of 
the "virtual reality". 

Yet, some were not convinced that the 
touch of "reality" was complete 
enough. They wanted to give a tin- 
gling sensation at each fingertip to 
simulate the feeling of actually en- 
countering an object. One company, 
EXOS, builds the Dexterous Hand 
Master. They have mounted com- 
puter controlled motors at each joint 
of this skeletal frame glove. The user 
places his or her hand in the glove 
and the computer program will cause 
those motors to push back and simu- 
late the resistance one encounters 
when a solid object is touched or 
grasped. VPL has experimented with 
this forced-feedback approach, but 


has not made this standard equipment. 

When (and if) these types of systems 
ever become consumer items, the pos- 
sibilities for game play are incredible. Mo 
longer would role-players have to settle 
for a one-dimensional perspective of that 



fantasy environment. Instead, they would 
explore three-dimensional dungeons and 
castles. Science fiction gamers can take 
on the size, girth and attributes of an 
alien being and see the entire drama of 
the game unfold from the proper visual 
perspective. Wargamers can command 
an American Civil War gun battery from a 
three-dimensional ridge and experience 
the blinding confusion of counter-battery 
fire from a first person perspective. A 
gamer who wants to experience the 
swashbuckling world of the Three Mus- 
keteers might be able to hook up to a 
network and, via forced-feedback and a 
"virtual reality", fight it out with the 
Cardinal’s guards, appropriately played 
by other gamers. 

Consumerdom is probably more than 
a decade away on these products, but 
the possibilities are tantalizing enough 
that gamers can dream. In fact, one 
can almost imagine an amusement 
park to exploit these possibilities in the 
meantime, sort of a Star Tours meets 
"virtual reality" attraction. All we have to 
do is dream. 


SOFTWARE & COMPUTERS 

New Titles Daily and Many More Available!!! 

Amiga, Atari ST, C64, and IBM supported. Special orders welcome. 


386SX 

16 MHZ 
1.2 Meg Drive 
1 Meg of Ram 
40 Meg Hard Drive 
ser /par /game port 

$1195.00 


386 25MHZ 

1.2 Meg Drive 
40 Meg Hard Drive 
ser /par /game por 
Mini-Tower case 

$1749.00 


Fax: 

(201) 542-3654 


IBM 

Ultima VI $44 

TV Sports Baseball 33 

Code Name: Iceman .... 38 

Day of the Viper 32 

Harmony 28 

Wolf Pack 36 

Strike Aces 32 

Brain Blaster 27 

Star Saga T\vo 32 

Balance of Planet 32 

Altered Beast 28 

Dragon Strike 32 

AlO-Thnk Killer 33 

LHX Chopper 39 

Loom 39 

Harpoon 39 

Thnk Platoon 42 


AMIGA 

Their Finest Hour $39 

688 Attack Sub 32 

Loom 39 

Fools Errand 33 

Pool of Radiance 33 

Storm Across Europe ... 38 

Night Hunter 23 

Fighter Bomber 37 

North and South 27 

Battle Tknk 38 

Red Storm Rising 28 

F-29 Retaliator 39 

X-Out 27 

Wings 32 

Pirates 28 

Hard Ball II 32 

Heat Wave 28 


European Imports in Stock! • Same Day Shipping! 

MAIMTA 

SOFTWARE & COMPUTERS 

115 Route 35, Eatontown, NJ 07724 


SOUND BLASTER 
$159.00 


CITIZEN GSX-140 
24-PIN 
$309.00 


GRAVIS STICK 
For IBM: $34.00 
For Amiga /Atari/ 
Commodore: $32.00 


MODEMS 

HST 9600: $579.00 
Zoom 2400 & 

FAX Internal: $109.00 


Hours: Mon.-Sat. 9-9 EST 
Sun. 12-5 EST 


800-477-7706 
IN NJ call: (201) 542-4608 
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FROZEN TERROR AWAKES! 


The frigid valleys of the 
Dragonspine Mountains echo 
with the desperate plea of 
terrified miners: "Heroes of 
the Forgotten Realms, save 
us from evil!" 


Unwittingly digging in 
unhallowed ground, they 
have disturbed an ancient 
vault and released its terrible 
content. Scores of horrific 
creatures now infest the 
mine shaft — and threaten to 
escape into the world above! 

You and your heroes must 
find the way to contain this 
scourge. All hope depends 
upon your ability to unravel 
the age-old mysteries sur- 
rounding this evil infestation. 

Secret of the Silver Blades 
improves on the award-win- 
ning game system used in 
Pool of Radiahce and Curse 
of the Azure Boms. Continue 
your exciting saga in the 
FORGOTTEN REALMS" game 
world — 


your 

characters from 
Curse of the Azure Boms. 

Or create all-new characters. 
Either way, explore the largest 
3-D adventuring expanse 
ever in an AD&D computer 
game. Battle monsters 
you've never before encoun- 
tered. Use higher character 
levels, and invoke new, 
wondrous spells. 

All this plus spectacular 
graphics add up to unequalled 
excitement in AD&D® 
computer fantasy role-playing! 

To order: visit your retailer or call 
1-800-245-4525 to charge on VISA 
or MasterCard. 

To receive SSI's complete product 
catalog, send $1.00 to: SSI, 

675 Almanor Ave., 
Suite 201 
Sunnyvale. CA 
94086. 


Available 

for: 

IBM 

C-64/128 


ADVANCED DUNGEONS S DRAGONS, AD&D, FORGOTTEN REALMS, and 
the TSR logo are trademarks owned by and 
used under license from TSR, Inc. ©1990 TSR, Inc. 

©1990 Strategic Simulations, Inc. All rights reserved. 
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Reader Input Device 


On the R.I.D. card provided opposite 
page 4, please rate the following games 
(if you have played them) and articles (if 
you have read them) by using a letter 
grade scale (l.e. A to F). Just rate the 
games as if you were an educator. As 
with the world of education, the scale will 
translate to: 

A= Excellent 
B= Above Average 
C= Average 
D= Below Average 
F= Failure 

If you wish, you may assign pluses (+) or 
minuses (-) to your letter grade (i.e. B+, 


Conversions 



Artura (Arcadia) Amiga 
Batman (Data East) Amiga, C64, IBM 
Block Out (California Dreams) IBM 
Breach 2 (Omnitrend) Atari ST 
FaceOff! (Gamestar) C64 
Ferrari Formula One (EA) IBM 
Grand Prix Circuit (Accolade) IIGS 
Monday Night Football (Data East) C64 
Omni-play Basketball (SportTime) IBM 

Omni-play Horse Racing Stable 
Owners Module (SportTime) Amiga 

Omni-play Horse Racing Track 2 Sup- 
port Disk (SportTime) Amiga 

Planet of Lust (Free Spirit) IBM 
QIX (Taito) IBM 

Search for the Titanic (Capstone) C64 
Stcirflight ( EA) Amiga, Mac 
Super Hang-On ( Data East) IBM 

The Ultimate Casino Geimbling Simula- 
tion (Capstone) Amiga, Apll, C64 

Vigilante (Data East) C64 


B-, C+, C-, etc.). As always, rate only 
those games that you have played. 

Demographics 

(List the appropriate number) 

1 . What is your age ? 

1 = Under 14 years old 

2 = 14-17 years old 

3 = 1 8-20 years old 

4 = 21-30 years old 

5 - 31-35 years old 

6 = 36-40 years old 

7 = 41-50 years old 

8 = 51 + years old 

2. What machine(s) do you play games 
on? 

(List all numbers that apply. List the 
machine you use most often first, the 
others in decending order of use). 

1 = IBM, clones, Tandy 

2 = Amiga 

3 = Apple 8 bit 

4 = Apple llgs 

5 - Atari ST 

6 = Atari 8 bit 

7 = C-64/128 

8 = Macintosh 

9 = Other (specify) 

3. How much time do you typically spend 
playing computer games each week? 

1 = Less than 2 hours 

2 = 2-5 hours 

3 = 6-10 hours 

4 = 11 -20 hours 

5 = 21-30 hours 

6 = 31+ hours 
RID #72 Questions 

Games 

4. Their Finest Hour (Lucasfilm) 

5. F-19 Stealth Fighter (Microprose) 

6. Sim City (Maxis) 

7. M-l Tank Platoon (Microprose) 

8. Harpoon (Three-Sixty) 

9. Populous (Electronic Arts) 

10. Starflight 2 (Electronic Arts) 

1 1 . Lords of Rising Sun (Cinemaware) 

12. Red Storm Rising (Microprose) 

13. TV Sports Basketball (Cinemaware) 

14. Loom (Lucasfilm) 

1 5. Ultima VI (Origin) 

16. Conquests of Camelot (Sierra) 

17. DragonStrike (SSI) 

18. Codename: Iceman (Sierra) 

19. Sid Meier's Railroad Tycoon 
(Microprose) 

20. Second Front (SSI) 

21. StarTrek: The Next Generation: 

Trans inium Challenge (Simon & 
Schuster) 

22. Gunboat (Accolade) 

23. Teenage Mutant Ninja Turtles 
(Konami) 

24. The Hound of Shadow (EA) 

25. Dragon’s Lair (Bethesda) 

26. Action Stations (Conflict Analytics) 


27. Tournament Golf (CSN) 

28. Indianapolis 500 (EA) 

29. Batman (Data East) 

30. Star Trek: Transinium Challenge 
(Simon & Schuster) 

31. 2088: The Cryllan Mission (Victory) 

32. Dec. Battles of the ACW: Vol.l (SSG) 

33. Pursue The Pennant PC Baseball 
(PTP) 

34. Strat-O-Matic Baseball (Strat-O-Matic) 

35. Malta Storm (SimCan) 

36. Knights of Legend (Origin) 

37. Task Force (Fanfare) 

38. Bruce Lee lives (Software Toolworks) 

39. Future Wars (Interplay) 

40. Puffy’s Saga (UbiSoft) 

Articles 

41 . Keeping Up With Jones Sneak 

42. Game Technology Feature 

43. Over There 

44. Ultima VI Opinion & Hints 

45. Code-Name: Iceman Review 

46. Test Lab Report 

47. Balance of Planet Review 

48. Second Front Review 

49. Decision at Gettysburg Review 

50. Iron Lord Review 

Questions 

51 . Where do you usually purchase your 

software? 

a) computer store, 

b) software specialty store (Egghead, 
Babbages, 

Waldensoft, Software, Etc., Electronics 
Boutique), 

c) mail order discount house, 

d) retail department store (Sears, 
K-Mart, etc.), 

e) toy store, or 

f) book store. 





APPLE, IBM 



SEND S A S.E OR CALL FOR DETAILS 

GENERAL QUARTERS SOFTWARE 

P.O. BOX 1429 
TORRANCE, CA 90505 
(213) 547-0597 

☆☆☆☆☆☆☆☆☆☆☆☆ 
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HANKS EVERYONE WHO MADE US NUMBER ONE 


‘Best Entertainment Program of the Year -1989 
‘Best Simulation of the Year - 1989 

‘Critic’s Choice - Best Consumer 
Program of the Year - 1 989 

‘Best Curricular Program of the Year - 1989 


Computer Gaming World - 
Game of the Year 1989 

Game Player’s - PC Game of the Year 1989 
MacUser Magazine - Editor’s Choice Award - 
Best Recreation Program - 1989 


Compute! Magazine - Editor’s Choice Award - 
Best Simulation 1989 

Amiga Annual (Australia) - 
Game of the Year 1989 


Maxis • 1042 Country Club Drive Suite C, Moraga, CA 94556 • 415 376-6434 
TO ORDER, CONTACT YOUR LOCAL DEALER OR CALL 1-800 222-4229 EXTENSION #35 
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5000 YEARS 
OF ADVENTURE! 


FAR INTO THE FUTURE: 

Zip through the deep space of the Far Arm in a 
dazzling 3D space flight simulation and role- 
playing odyssey. 

Suggested retail price: $49.95 


THE ANCIENT ORIENT: 

Master the martial arts as you 
explore the fascinating culture, 
intriguing events and diverse 
personalities of the Orient. 

Suggested retail price: $39.95 


THE MEDIEVAL YEARS: 

Face Ashtalarea's terrifying 
foes and meet hundreds of 
colorful personalities in this 
game that was eight years 
in the making. 

Suggested retail price: $49.95 


THE ERA OF CYBERNETICS: 

Shape combat’s destiny, striving to design the 
artificial intelligence and chassis for the world’s 
ultimate cybertank. 

Suggested retail price: $49.95 


Now available for IBM-PC/Tandy/compatibles, Commodore 64/128 and 
Apple II series. Some titles available in other popular machine formats. 
Check for specific availability. Actual screens may vary. 
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